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corresponding to an action to be transferred in the main memory 
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CLAIMS 

10 

[Claim(s)] 

[Claim 1] In the game equipment which controls actuation of a character according to 
movement directive information A storage means to memorize two or more patterns of 
operation which operate said character continuously, A pattern selection means of operation 

15 to choose other patterns including the operating state of the character concerned of 
operation from two or more patterns of operation memorized by said storage means 
according to the movement directive information updated working [ said character ], Game 
equipment characterized by having a character actuation means to operate said character 
continuously based on the pattern of operation chosen by this pattern selection means of 

20 operation. 

[Claim 2] It is game equipment according to claim 1 characterized by for said storage 
means to memorize the shift information which directs the pattern of operation which a 
shift place continues for two or more of said patterns of every of operation, and for said 
pattern selection means of operation to choose the pattern of operation which continues 
25 according to the movement-directive information updated working [ said character ] based 
on the shift information on the pattern of operation corresponding to the operating state of 
the character concerned memorized by said storage means. 

[Claim 3] In the game equipment which controls actuation of a character according to 
movement directive information in a game A shift actuation storage means by which said 

30 character memorizes two or more patterns of operation which can shift continuously, A 
pattern setting means of operation to continue working [ said character ], to read two or 
more patterns of operation which can shift from said shift actuation storage means, and to 
set them up, According to the movement directive information updated working [ said 
character ], from two or more patterns of operation set as said pattern setting means of 

35 operation A pattern selection means of operation to continue from the operating state of the 
character concerned and to choose the pattern of operation which can shift, Game 
equipment characterized by having a character actuation means to operate said character 
continuously based on the pattern of operation chosen by this pattern selection means of 
operation. 

40 [Claim 4] Said shift actuation storage means is matched per actuation of the arbitration of 
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said character, and two or more patterns of operation which can shift continuously are 
memorized. Said pattern setting means of operation Said character was matched with the 
unit concerned of operation working [ arbitration ], and continues, and read two or more 
patterns of operation which can shift from said shift actuation storage means, and they are 
5 set up. Said pattern selection means of operation responds to the movement directive 
information by which said character was updated working [ arbitration ]. Game equipment 
according to claim 3 characterized by continuing from the operating state of the arbitration 
of the character concerned, and choosing the pattern of operation which can shift from two 
or more patterns of operation set as said pattern setting means of operation. 

10 [Claim 5] Said character is further equipped with a movement directive reception means to 
receive the movement directive information on arbitration by which it is updated at 
intervals of predetermined time working. Said pattern setting means of operation When 
directions of operation are received by said movement directive reception means, it was 
matched per actuation of said arbitration and continue, and read two or more patterns of 

15 operation which can shift from said shift actuation storage means, and they are set up. 
When, as for said pattern selection means of operation, movement directive information is 
received by said movement directive reception means, Claim 3 characterized by continuing 
from the operating state of the arbitration of the character concerned, and choosing the 
pattern of operation which can shift from two or more patterns of operation set as said 

20 pattern setting means of operation according to the contents of a movement directive 
concerned, or game equipment given in four. 

[Claim 6] For said shift actuation storage means, claims 3-5 characterized by having 
matched per grapple actuation of arbitration and memorizing two or more grapple actuation 
patterns which can shift continuously are game equipment of a publication either. 

25 [Claim 7] In the character motion-control approach in the game equipment which controls 
actuation of a character according to movement directive information The process which 
makes a storage means memorize two or more patterns of operation which operate said 
character continuously, The process which chooses other patterns including the operating 
state of the character concerned of operation from two or more patterns of operation 

30 memorized by said storage means according to the movement directive information 
updated working [ said character ], The character motion-control approach in the game 
equipment characterized by including the process which operates said character 
continuously based on this selected pattern of operation. 

[Claim 8] The process which the process which makes said pattern of operation memorize 
35 memorizes the shift information which directs the pattern of operation which a shift place 
continues for said two or more patterns of every of operation, and chooses said pattern of 
operation It responds to the movement directive information updated working [ said 
character ]. The character motion-control approach in the game equipment according to 
claim 7 characterized by choosing the pattern of operation continued based on the shift 
40 information on the pattern of operation corresponding to the operating state of the character 
concerned memorized by said storage means. 
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[Claim 9] In the character motion-control approach in the game equipment which controls 
actuation of a character according to movement directive information in a game The 
process said character makes a storage means remember two or more patterns of operation 
which can shift continuously to be, The process which continues working [ said character ], 
5 reads two or more patterns of operation which can shift from said storage means, and sets 
them up, The process which continues from the operating state of the character concerned 
and chooses the pattern of operation which can shift from said two or more set-up patterns 
of operation according to the movement directive information updated working [ said 
character ], The character motion-control approach in the game equipment characterized by 
10 including the process which operates said character continuously based on this selected 
pattern of operation. 

[Claim 10] Match the process which makes said pattern of operation memorize per 
actuation of the arbitration of said character, and two or more patterns of operation which 
can shift continuously are memorized for said storage means. The process which sets up 

15 said pattern of operation was matched with the unit concerned of operation working 
[ arbitration ], said character continues it, and read two or more patterns of operation which 
can shift from said storage means, and they are set up. The process which chooses said 
pattern of operation responds to the movement directive information by which said 
character was updated working [ arbitration ]. The character motion-control approach in the 

20 game equipment according to claim 9 characterized by continuing from the operating state 
of the arbitration of the character concerned, and choosing the pattern of operation which 
can shift from said two or more ******(ed) patterns of operation. 

[Claim 11] The process which sets up said pattern of operation, including further the 
process which receives the movement directive information by which said character is 

25 updated at intervals of predetermined time working [ arbitration ] When said directions of 
operation are received, it was matched per actuation of said arbitration and continue, and 
read two or more patterns of operation which can shift from said storage means, and they 
are set up. When, as for the process which chooses said pattern of operation, said 
movement directive information is received, Claim 9 characterized by continuing from the 

30 operating state of the arbitration of the character concerned, and choosing the pattern of 
operation which can shift from said two or more set-up patterns of operation according to 
the contents of a movement directive concerned, or the character motion-control approach 
in game equipment given in ten. 

[Claim 12] In the record medium which memorized the game control program for 
35 controlling actuation of a character according to movement directive information and in 
which machine reading is possible The program code which makes a storage means 
memorize two or more patterns of operation which operate said character continuously, The 
program code which chooses other patterns including the operating state of the character 
concerned of operation from two or more patterns of operation memorized by said storage 
40 means according to the movement directive information updated working [ said character ], 
The record medium which is characterized by memorizing the game control program 
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containing the program code which operates said character continuously based on this 
selected pattern of operation and in which machine reading is possible. 
[Claim 13] The program code which makes said pattern of operation memorize The 
program code which memorizes the shift information which directs the pattern of operation 
5 which a shift place continues for said two or more patterns of every of operation, and 
chooses said pattern of operation The record medium which is characterized by choosing 
the pattern of operation continued based on the shift information on the pattern of operation 
corresponding to the operating state of the character concerned memorized by said storage 
means according to the movement directive information updated working [ said character ] 

10 and in which machine reading according to claim 12 is possible. 

[Claim 14] In the record medium which memorized the game control program for 
controlling actuation of a character according to movement directive information in a game 
and in which machine reading is possible The program code with which said character 
makes a storage means memorize two or more patterns of operation which can shift 

15 continuously, The program code which continues working [ said character ], reads two or 
more patterns of operation which can shift from said storage means, and sets them up, The 
program code which continues from the operating state of the character concerned and 
chooses the pattern of operation which can shift from said two or more set-up patterns of 
operation according to the movement directive information updated working [ said 

20 character ], The record medium which is characterized by memorizing the game control 
program containing the program code which operates said character continuously based on 
this selected pattern of operation and in which machine reading is possible. 
[Claim 15] The program code which makes said pattern of operation memorize The 
program code which matches per actuation of the arbitration of said character, memorizes 

25 two or more patterns of operation which can shift continuously for said storage means, and 
sets up said pattern of operation Said character was matched with the unit concerned of 
operation working [ arbitration ], and continues, and read two or more patterns of operation 
which can shift from said storage means, and they are set up. The program code which 
chooses said pattern of operation The record medium which is characterized by for said 

30 character continuing from the operating state of the arbitration of the character concerned, 
and choosing the pattern of operation which can shift from said two or more ******(ed) 
patterns of operation according to the movement directive information updated working 
[ arbitration ] and in which machine reading according to claim 14 is possible. 
[Claim 16] The program code which sets up said pattern of operation, including further the 

35 program code for receiving the movement directive information by which said character is 
updated at intervals of predetermined time working [ arbitration ] When said directions of 
operation are received, it was matched per actuation of said arbitration and continue, and 
read two or more patterns of operation which can shift from said storage means, and they 
are set up. The program code which chooses said pattern of operation When said movement 

40 directive information is received, the contents of a movement directive concerned are 
embraced. Claim 14 characterized by continuing from the operating state of the arbitration 
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of the character concerned, and choosing the pattern of operation which can shift from said 
two or more set-up patterns of operation, or the record medium which can machine read 15 
publications. 



5 [Translation done.] 
* NOTICES * 

JPO and NCIPI are not responsible for any 
damages caused by the use of this translation. 

l.This document has been translated by computer. So the translation may not reflect the 
10 original precisely. 

2 **** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 



DETAILED DESCRIPTION 

15 ; . 

[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the record medium which memorized the 
game equipment which controls the pattern of an appearance character of operation in 
20 video game, its character motion-control approach, and its game control program. 
[0002] 

[Description of the Prior Art] In recent years, the waging-war fighting game is known as 
one of the game genres in video game. In a waging-war fighting game, the player character 
which a player manipulates lets out attack actuation and defense actuation according to 
25 button grabbing of the controller by the player, and fights with a waging-war partner's 
character (henceforth a waging-war character). 

[0003] In this waging-war fighting game, the movement directive input for making 
fundamental attack actuation and defense actuation of punch, a kick, etc. let out to a player 
character is assigned to 1 depression actuation by the predetermined input carbon button of 

30 a controller. Moreover, it is assigning depression actuation of a predetermined combination 
in which depression sequence according a movement directive input to the arrow key and 
two or more input carbon buttons of a controller, its depression timing, etc. for making 
mortal work, continuation work, etc. let out to a player character were taken into 
consideration. For example, the combination of the directions of operation from two or 

35 more movement directive means is made to perform special actuation in a game character, 
or continuous action is made to perform in a game character with the "game equipment" 
indicated by JP,8-84859,A based on the movement directive time interval from two or more 
movement directive means. 
[0004] 
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[Problem(s) to be Solved by the Invention] In such a conventional waging-war fighting 
game, 1 actuation of a player character is performed based on the movement directive input 
from a controller. And as a movement directive input inputted after including the movement 
directive input inputted in order to let out the actuation concerned, fixed time amount while 
5 performing the actuation concerned is used only in order to distinguish whether depression 
actuation of an arrow key and an input carbon button is predetermined combination 
actuation for a player character to let out mortal work and continuation work. 
[0005] That is, although fixed time amount while performing 1 actuation was enabling 
input reception of directions of operation, the directions of operation received within the 

10 fixed time amount were processed as what was inputted to the same timing. For this reason, 
even if it was going to carry out the multi-statement of the alternative which shifts to the 
next actuation from 1 actuation, within fixed time amount under 1 actuation, it could shift 
only to the next actuation according to one movement directive input, but there was a 
problem of the ability not to make actuation of a player character shift variously and 

15 smoothly. This is the same also in the "game equipment" indicated by above-mentioned 
JP,8-84859,A. That is, it only judges whether continuous action is made to perform in a 
game character based on the movement directive time interval from two or more movement 
directive means, and actuation of a player character is not made to always shift smoothly. 
[0006] in order that this invention may solve the above-mentioned technical problem — 1 — 

20 the alternative which shifts to the next actuation working — a multi-statement - carrying 
out — 1 — a movement directive input is received according to the transition state of 
working player character actuation, and it aims at offering the record medium which 
memorized the game equipment which makes it possible to make the continuous action of a 
player character always shift variously and smoothly, its character motion-control approach, 

25 and its game control program. 
[0007] 

[Means for Solving the Problem] In the game equipment with which invention according to 
claim 1 controls actuation of a character according to movement directive information A 
storage means to memorize two or more patterns of operation which operate said character 

30 continuously, A pattern selection means of operation to choose other patterns including the 
operating state of the character concerned of operation from two or more patterns of 
operation memorized by said storage means according to the movement directive 
information updated working [ said character ], It is characterized by having a character 
actuation means to operate said character continuously based on the pattern of operation 

35 chosen by this pattern selection means of operation. 

[0008] In the game equipment which controls actuation of a character according to 
movement directive information according to this invention according to claim 1 Two or 
more patterns of operation which operate said character continuously are memorized for a 
storage means. If other patterns including the operating state of the character concerned of 

40 operation are chosen from two or more patterns of operation memorized by said storage 
means according to the movement directive information updated working [ said character ] 
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by the pattern selection means of operation A character actuation means operates said 
character continuously based on the pattern of operation chosen by this pattern selection 
means of operation. 

[0009] Therefore, the character in a game can be operated continuously and the actuation 
5 can be diversified. 

[0010] It sets to game equipment according to claim 1 like invention indicated to claim 2 in 
this case. Moreover, said storage means The shift information which directs the pattern of 
operation which a shift place continues for said two or more patterns of every of operation 
is memorized. Said pattern selection means of operation You may make it choose the 

10 pattern of operation continued based on the shift information on the pattern of operation 
corresponding to the operating state of the character concerned memorized by said storage 
means according to the movement directive information updated working [ said character ]. 
[0011] Said storage means memorizes the shift information which directs the pattern of 
operation which a shift place continues for two or more of said patterns of every of 

15 operation, and, according to this invention according to claim 2, said pattern selection 
means of operation chooses the pattern of operation which continues based on the shift 
information on the pattern of operation corresponding to the operating state of the character 
concerned memorized by said storage means according to the movement-directive 
information updated working [ said character ]. 

20 [0012] Therefore, a pattern of operation can be set up so that the character in a game may 
shift to the next actuation smoothly from predetermined actuation. 

[0013] In the game equipment with which invention according to claim 3 controls actuation 
of a character according to movement directive information in a game A shift actuation 
storage means by which said character memorizes two or more patterns of operation which 

25 can shift continuously, A pattern setting means of operation to continue working [ said 
character ], to read two or more patterns of operation which can shift from said shift 
actuation storage means, and to set them up, According to the movement directive 
information updated working [ said character ], from two or more patterns of operation set 
as said pattern setting means of operation It is characterized by having a pattern selection 

30 means of operation to continue from the operating state of the character concerned and to 
choose the pattern of operation which can shift, and a character actuation means to operate 
said character continuously based on the pattern of operation chosen by this pattern 
selection means of operation. 

[0014] In the game equipment which controls actuation of a character according to 
35 movement directive information in a game according to this invention according to claim 3 
Said character memorizes two or more patterns of operation which can shift continuously 
for a shift actuation storage means. If it continues working [ said character ] with a pattern 
setting means of operation, and two or more patterns of operation which can shift are read 
from said shift actuation storage means and set up It responds to the movement directive 
40 information by which the pattern selection means of operation was updated working [ said 
character ]. Continue from the operating state of the character concerned and the pattern of 
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operation which can shift is chosen from two or more patterns of operation set as said 
pattern setting means of operation. A character actuation means operates said character 
continuously based on the pattern of operation chosen by this pattern selection means of 
operation. 

5 [0015] Therefore, a pattern of operation can be set up so that the character in a game may 
shift to the next actuation smoothly from predetermined actuation, and the pattern of 
operation which can shift can be diversified continuously. 

[0016] It sets to game equipment according to claim 3 like invention indicated to claim 4 in 
this case. Moreover, said shift actuation storage means It matches per actuation of the 

10 arbitration of said character, and two or more patterns of operation which can shift 
continuously are memorized. Said pattern setting means of operation Said character was 
matched with the unit concerned of operation working [ arbitration ], and continues, and 
read two or more patterns of operation which can shift from said shift actuation storage 
means, and they are set up. Said pattern selection means of operation responds to the 

15 movement directive information by which said character was updated working 
[ arbitration ]. It continues from the operating state of the arbitration of the character 
concerned, and you may make it choose the pattern of operation which can shift from two 
or more patterns of operation set as said pattern setting means of operation. 
[0017] According to this invention according to claim 4, said shift actuation storage means 

20 It matches per actuation of the arbitration of said character, and two or more patterns of 
operation which can shift continuously are memorized. Said pattern setting means of 
operation Said character was matched with the unit concerned of operation working 
[ arbitration ], and continues, and read two or more patterns of operation which can shift 
from said shift actuation storage means, and they are set up. It continues from the operating 

25 state of the arbitration of the character concerned, and said pattern selection means of 
operation chooses the pattern of operation which can shift from two or more patterns of 
operation with which said character was set as said pattern setting means of operation 
according to the movement directive information updated working [ arbitration ]. 
[0018] Therefore, a pattern of operation can be set up so that actuation of the character in a 

30 game may be smoothly shifted to the next actuation per actuation of arbitration, and it can 
continue per actuation, and the pattern of operation which can shift can be diversified. 
[0019] Furthermore, it sets to claim 3 or game equipment given in four like invention 
indicated to claim 5. When the movement directive information by which said character is 
updated at intervals of predetermined time working [ arbitration ] with a movement 

35 directive reception means is received, said pattern setting means of operation It was 
matched per actuation of said arbitration, and continuously, two or more patterns of 
operation which can shift are read from said shift actuation storage means, and are set up. 
Said pattern selection means of operation When movement directive information is 
received by said movement directive reception means, it continues from the operating state 

40 of the arbitration of the character concerned, and you may make it choose the pattern of 
operation which can shift from two or more patterns of operation set as said pattern setting 
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means of operation according to the contents of a movement directive concerned. 
[0020] If the movement directive information by which said character is updated at 
intervals of predetermined time working [ arbitration ] with a movement directive reception 
means is received according to this invention according to claim 5 Said pattern setting 
5 means of operation was matched per actuation of said arbitration, and continue it, and read 
two or more patterns of operation which can shift from said shift actuation storage means, 
and they are set up. When, as for said pattern selection means of operation, movement 
directive information is received by said movement directive reception means, According 
to the contents of a movement directive concerned, it continues from the operating state of 

10 the arbitration of the character concerned, and the pattern of operation which can shift is 
chosen from two or more patterns of operation set as said pattern setting means of operation. 
[0021] Therefore, the pattern of operation to which a character continues and shifts 
according to the input timing of the directions of operation in a game can be controlled, and 
the pattern of operation by which a character continues and shifts next from the unit of 

15 arbitration of operation by the input timing of directions of operation can be chosen. 

[0022] moreover, invention according to claim 6 — like — either of claims 3-5 — said shift 
actuation storage means is matched per grapple actuation of arbitration, and you may make 
it memorize two or more grapple actuation patterns which can shift continuously in the 
game equipment of a publication 

20 [0023] According to this invention according to claim 6, said shift actuation storage means 
is matched per grapple actuation of arbitration, and memorizes two or more grapple 
actuation patterns which can shift continuously. 

[0024] Therefore, the grapple actuation pattern to which a character continues and shifts 
according to the input timing of the directions of operation in a game can be controlled, and 
25 the grapple actuation pattern by which a character continues and shifts next from the 
grapple actuation unit of arbitration by the input timing of directions of operation can be 
chosen. 

[0025] In the character motion-control approach in the game equipment with which 
invention according to claim 7 controls actuation of a character according to movement 

30 directive information The process which makes a storage means memorize two or more 
patterns of operation which operate said character continuously, The process which chooses 
other patterns including the operating state of the character concerned of operation from 
two or more patterns of operation memorized by said storage means according to the 
movement directive information updated working [ said character ], It is characterized by 

35 including the process which operates said character continuously based on this selected 
pattern of operation. 

[0026] In the character motion-control approach in the game equipment which controls 
actuation of a character according to movement directive information according to this 
invention according to claim 7 The process which makes a storage means memorize two or 
40 more patterns of operation which operate said character continuously, The process which 
chooses other patterns including the operating state of the character concerned of operation 
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from two or more patterns of operation memorized by said storage means according to the 
movement directive information updated working [ said character ], The process which 
operates said character continuously based on this selected pattern of operation is included. 
[0027] Therefore, the character in a game can be operated continuously and the character 
5 motion-control approach of diversifying the actuation can be offered. 

[0028] In the character motion-control approach in game equipment according to claim 7, 
moreover, the process which makes said pattern of operation memorize like invention 
indicated to claim 8 The process which memorizes the shift information which directs the 
pattern of operation which a shift place continues for said two or more patterns of every of 

10 operation, and chooses said pattern of operation You may make it choose the pattern of 
operation continued based on the shift information on the pattern of operation 
corresponding to the operating state of the character concerned memorized by said storage 
means according to the movement directive information updated working [ said character ]. 
[0029] According to this invention according to claim 8, the process which makes said 

15 pattern of operation memorize The process which memorizes the shift information which 
directs the pattern of operation which a shift place continues for said two or more patterns 
of every of operation, and chooses said pattern of operation According to the movement 
directive information updated working [ said character ], the pattern of operation continued 
based on the shift information on the pattern of operation corresponding to the operating 

20 state of the character concerned memorized by said storage means is chosen. 

[0030] Therefore, the character motion-control approach that a pattern of operation can be 
set up so that the character in a game may shift to the next actuation smoothly from 
predetermined actuation can be offered. 

[0031] In the character motion-control approach in the game equipment with which 
25 invention according to claim 9 controls actuation of a character according to movement 
directive information in a game The process said character makes a storage means 
remember two or more patterns of operation which can shift continuously to be, The 
process which continues working [ said character ], reads two or more patterns of operation 
which can shift from said storage means, and sets them up, The process which continues 
30 from the operating state of the character concerned and chooses the pattern of operation 
which can shift from said two or more set-up patterns of operation according to the 
movement directive information updated working [ said character ], It is characterized by 
including the process which operates said character continuously based on this selected 
pattern of operation. 

35 [0032] In the character motion-control approach in the game equipment which controls 
actuation of a character according to movement directive information in a game according 
to this invention according to claim 9 The process said character makes a storage means 
remember two or more patterns of operation which can shift continuously to be, The 
process which continues working [ said character ], reads two or more patterns of operation 

40 which can shift from said storage means, and sets them up, The process which continues 
from the operating state of the character concerned and chooses the pattern of operation 
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which can shift from said two or more set-up patterns of operation according to the 
movement directive information updated working [ said character ], The process which 
operates said character continuously based on this selected pattern of operation is included. 
[0033] Therefore, a pattern of operation can be set up so that the character in a game may 
5 shift to the next actuation smoothly from predetermined actuation, and the character 
motion-control approach of diversifying continuously the pattern of operation which can 
shift can be offered. 

[0034] In the character motion-control approach in game equipment according to claim 9, 
moreover, the process which makes said pattern of operation memorize like invention 

10 indicated to claim 10 The process which matches per actuation of the arbitration of said 
character, memorizes two or more patterns of operation which can shift continuously for 
said storage means, and sets up said pattern of operation Said character was matched with 
the unit concerned of operation working [ arbitration ], and continues, and read two or more 
patterns of operation which can shift from said storage means, and they are set up. It 

15 continues from the operating state of the arbitration of the character concerned, and you 
may make it the process which chooses said pattern of operation choose the pattern of 
operation which can shift from said two or more ******( ec i) patterns of operation 
according to the movement directive information by which said character was updated 
working [ arbitration ]. 

20 [0035] According to this invention according to claim 10, the process which makes said 
pattern of operation memorize The process which matches per actuation of the arbitration 
of said character, memorizes two or more patterns of operation which can shift 
continuously for said storage means, and sets up said pattern of operation Said character 
was matched with the unit concerned of operation working [ arbitration ], and continues, 

25 and read two or more patterns of operation which can shift from said storage means, and 
they are set up. According to the movement directive information by which said character 
was updated working [ arbitration ], it continues from the operating state of the arbitration 
of the character concerned, and the process which chooses said pattern of operation chooses 
the pattern of operation which can shift from said two or more ******(ed) patterns of 

30 operation. 

[0036] Therefore, a pattern of operation can be set up so that actuation of the character in a 
game may be smoothly shifted to the next actuation per actuation of arbitration, and the 
character motion-control approach of continuing per actuation and diversifying the pattern 
of operation which can shift can be offered. 

35 [0037] Furthermore, it sets like invention indicated to claim 11 to the character 
motion-control approach in claim 9 or game equipment given in ten. The process which 
sets up said pattern of operation, including further the process which receives the 
movement directive information by which said character is updated at intervals of 
predetermined time working [ arbitration ] When said directions of operation are received, 

40 it was matched per actuation of said arbitration and continue, and read two or more patterns 
of operation which can shift from said storage means, and they are set up. When said 
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movement directive information is received, it continues from the operating state of the 
arbitration of the character concerned, and you may make it the process which chooses said 
pattern of operation choose the pattern of operation which can shift from said two or more 
set-up patterns of operation according to the contents of a movement directive concerned. 
5 [0038] According to this invention according to claim 11, the process which sets up said 
pattern of operation, including further the process which receives the movement directive 
information by which said character is updated at intervals of predetermined time working 
[ arbitration ] When said directions of operation are received, it was matched per actuation 
of said arbitration and continue, and read two or more patterns of operation which can shift 

10 from said storage means, and they are set up. According to the contents of a movement 
directive concerned, it continues from the operating state of the arbitration of the character 
concerned, and the process which chooses said pattern of operation chooses the pattern of 
operation which can shift from said two or more set-up patterns of operation, when said 
movement directive information is received. 

15 [0039] Therefore, the pattern of operation to which a character continues and shifts 
according to the input timing of the directions of operation in a game can be controlled, and 
the character motion-control approach which chooses the pattern of operation by which a 
character continues and shifts next from the unit of arbitration of operation by the input 
timing of directions of operation can be offered. 

20 [0040] By making a computer perform processing in the process procedure indicated to 
these claims 7-11, it becomes possible to acquire the same effectiveness as invention 
indicated to claims 1-6. Therefore, the game technique of this invention can carry out now 
easily by such hardware by performing procedure indicated using hardware, such as a 
general purpose computer and general-purpose game equipment. 

25 [0041] In the record medium which memorized the game control program for invention 
according to claim 12 to control actuation of a character according to movement directive 
information and in which machine reading is possible The program code which makes a 
storage means memorize two or more patterns of operation which operate said character 
continuously, The program code which chooses other patterns including the operating state 

30 of the character concerned of operation from two or more patterns of operation memorized 
by said storage means according to the movement directive information updated working 
[ said character ], It is characterized by memorizing the game control program containing 
the program code which operates said character continuously based on this selected pattern 
of operation. 

35 [0042] In the record medium which memorized the game control program for controlling 
actuation of a character according to movement directive information according to this 
invention according to claim 12 and in which machine reading is possible The program 
code which makes a storage means memorize two or more patterns of operation which 
operate said character continuously, The program code which chooses other patterns 

40 including the operating state of the character concerned of operation from two or more 
patterns of operation memorized by said storage means according to the movement 
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directive information updated working [ said character ], The program code which operates 
said character continuously based on this selected pattern of operation is included. 
[0043] Therefore, the character in a game can be operated continuously and the record 
medium which memorized the game control program which diversifies the actuation can be 
5 offered. 

[0044] In the record medium in which machine reading according to claim 12 is possible, 
moreover, the program code which makes said pattern of operation memorize like invention 
indicated to claim 13 The program code which memorizes the shift information which 
directs the pattern of operation which a shift place continues for said two or more patterns 

10 of every of operation, and chooses said pattern of operation You may make it choose the 
pattern of operation continued based on the shift information on the pattern of operation 
corresponding to the operating state of the character concerned memorized by said storage 
means according to the movement directive information updated working [ said character ]. 
[0045] According to this invention according to claim 13, the program code which makes 

15 said pattern of operation memorize The program code which memorizes the shift 
information which directs the pattern of operation which a shift place continues for said 
two or more patterns of every of operation, and chooses said pattern of operation According 
to the movement directive information updated working [ said character ], the pattern of 
operation continued based on the shift information on the pattern of operation 

20 corresponding to the operating state of the character concerned memorized by said storage 
means is chosen. 

[0046] Therefore, the record medium which memorized the game control program which 
can set up a pattern of operation so that the character in a game may shift to the next 
actuation smoothly from predetermined actuation can be offered. 

25 [0047] In the record medium which memorized the game control program for invention 
according to claim 14 to control actuation of a character according to movement directive 
information in a game and in which machine reading is possible The program code with 
which said character makes a storage means memorize two or more patterns of operation 
which can shift continuously, The program code which continues working [ said character ], 

30 reads two or more patterns of operation which can shift from said storage means, and sets 
them up, The program code which continues from the operating state of the character 
concerned and chooses the pattern of operation which can shift from said two or more 
set-up patterns of operation according to the movement directive information updated 
working [ said character ], It is characterized by memorizing the game control program 

35 containing the program code which operates said character continuously based on this 
selected pattern of operation. 

[0048] In the record medium which memorized the game control program for controlling 
actuation of a character according to movement directive information in a game according 
to this invention according to claim 14 and in which machine reading is possible The 
40 program code with which said character makes a storage means memorize two or more 
patterns of operation which can shift continuously, The program code which continues 
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working [ said character ], reads two or more patterns of operation which can shift from 
said storage means, and sets them up, The program code which continues from the 
operating state of the character concerned and chooses the pattern of operation which can 
shift from said two or more set-up patterns of operation according to the movement 
5 directive information updated working [ said character ], The program code which operates 
said character continuously based on this selected pattern of operation is included. 
[0049] Therefore, a pattern of operation can be set up so that the character in a game may 
shift to the next actuation smoothly from predetermined actuation, and the record medium 
which memorized the game control program which diversifies continuously the pattern of 

10 operation which can shift can be offered. 

[0050] In the record medium in which machine reading according to claim 14 is possible, 
moreover, the program code which makes said pattern of operation memorize like invention 
indicated to claim 15 The program code which matches per actuation of the arbitration of 
said character, memorizes two or more patterns of operation which can shift continuously 

15 for said storage means, and sets up said pattern of operation Said character was matched 
with the unit concerned of operation working [ arbitration ], and continues, and read two or 
more patterns of operation which can shift from said storage means, and they are set up. It 
continues from the operating state of the arbitration of the character concerned, and you 
may make it the program code which chooses said pattern of operation choose the pattern 

20 of operation which can shift from said two or more ******( e d) patterns of operation 
according to the movement directive information by which said character was updated 
working [ arbitration ] . 

[0051] According to this invention according to claim 15, the program code which makes 
said pattern of operation memorize The program code which matches per actuation of the 

25 arbitration of said character, memorizes two or more patterns of operation which can shift 
continuously for said storage means, and sets up said pattern of operation Said character 
was matched with the unit concerned of operation working [ arbitration ], and continues, 
and read two or more patterns of operation which can shift from said storage means, and 
they are set up. According to the movement directive information by which said character 

30 was updated working [ arbitration ], it continues from the operating state of the arbitration 
of the character concerned, and the program code which chooses said pattern of operation 
chooses the pattern of operation which can shift from said two or more ******( e d) patterns 
of operation. 

[0052] Therefore, a pattern of operation can be set up so that actuation of the character in a 
35 game may be smoothly shifted to the next actuation per actuation of arbitration, and the 
record medium which memorized the game control program which continues per actuation 
and diversifies the pattern of operation which can shift can be offered. 

[0053] Furthermore, it sets to claim 14 or the record medium which can machine read 15 
publications like invention indicated to claim 16. The program code which sets up said 
40 pattern of operation, including further the program code for receiving the movement 
directive information by which said character is updated at intervals of predetermined time 
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working [ arbitration ] When said directions of operation are received, it was matched per 
actuation of said arbitration and continue, and read two or more patterns of operation which 
can shift from said storage means, and they are set up. When said movement directive 
information is received, it continues from the operating state of the arbitration of the 
5 character concerned, and you may make it the program code which chooses said pattern of 
operation choose the pattern of operation which can shift from said two or more set-up 
patterns of operation according to the contents of a movement directive concerned. 
[0054] The program code for receiving the movement directive information by which said 
character is updated at intervals of predetermined time working [ arbitration ] according to 

10 this invention according to claim 16 is included further. The program code which sets up 
said pattern of operation When said directions of operation are received, it was matched per 
actuation of said arbitration and continue, and read two or more patterns of operation which 
can shift from said storage means, and they are set up. According to the contents of a 
movement directive concerned, it continues from the operating state of the arbitration of the 

15 character concerned, and the program code which chooses said pattern of operation chooses 
the pattern of operation which can shift from said two or more set-up patterns of operation, 
when said movement directive information is received. 

[0055] Therefore, the pattern of operation to which a character continues and shifts 
according to the input timing of the directions of operation in a game can be controlled, and 
20 the record medium which memorized the game control program which chooses the pattern 
of operation by which a character continues and shifts next from the unit of arbitration of 
operation by the input timing of directions of operation can be offered. 

[0056] According to these invention according to claim 12 to 16, the game equipment 
indicated to claims 1-6 is realizable by making the program included in a record medium 

25 read into a computer. Therefore, by making this into software goods, with equipment, it can 
distribute and can sell now independently easily with a record medium. Moreover, the game 
technique of this invention can carry out now easily by such hardware by using this 
software using hardware, such as a general purpose computer and general-purpose game 
equipment. 

30 [0057] 

[Embodiment of the Invention] Hereafter, this invention is explained to a detail based on 
the gestalt of operation. In addition, the following explanation describes the case where this 
invention is applied to a home video game machine. 

[0058] Drawing 1 shown below in [the gestalt of the 1st operation] - drawing 12 are 
35 drawings showing the gestalt of operation of the 1st of the game equipment which applied 
this invention. First, a configuration is explained. Drawing 1 is the block diagram showing 
the whole control-system configuration of the game equipment 1 in the gestalt of operation 
of **** 1. The body 100 of game equipment which divides game equipment 1 roughly and 
has the main function of game equipment 1, The display 111 which performs the graphic 
40 display according to the contents of a game, and a sound output based on the video signal 
and sound signal from the body 100 of game equipment, CD-ROM 112 which stores the 
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program for realizing processing about the game mentioned later, image data, sound data, 
etc. (Compact Disc Read Only Memory), It consists of a controller 113 which performs the 
input for the operator guidance to the body 100 of game equipment, and a memory card 114 
which saves game data, such as progress data of a game, and game configuration data. 
5 [0059] The body 100 of g^me equipment CPU 0 [ Central Processing ] Unit; a central 
processing unit 101, main memory 102, OS-ROM (Operating System ROM) 103, the 
extended I/O (Input/Output) port 104, GPU 0 [ Graphics ] Processing Unit; [ The graphics 
drawing processing processor 105, SPU (Sound Processing Unit; sound regeneration 
processor) 106, the CD-ROM decoder 107, CD-ROM drive 108 ] And it consists of 
10 communication devices 109. 

[0060] Moreover, CPU101, main memory 102, OS-ROM103, extended I/O Port 104, 
GPU105 and SPU106, the CD-ROM decoder 107, and the communication device 109 of 
each other are connected through the bus 110. 

[0061] CPU101 controls each part of the body 100 of game equipment based on various 
15 game programs, data, etc. which are read from OS (operating system) stored in 

OS-ROM103, and CD-ROM112, and are developed by main memory 102. 

[0062] CPU101 reads various game programs, the modeling data of a three dimensional 

object model, etc. from CD-ROM112, is transmitted to main memory 102, and, specifically, 

performs various game processings (a role playing game, a waging-war fighting game, 
20 puzzle game, etc.). Moreover, it transmits to the frame buffer (illustration abbreviation) 

which read a color look-up table (CLUT:Color Look-Up Table), texture pattern data, etc. 

from CD-ROM112 similarly, and was built in GPU105, and drawing of an image is 

directed to GPU 105. 

[0063] According to this, GPU109 performs modeling processing, rendering processing, etc. 

25 based on CLUT, texture pattern data, etc. which were developed by the coordinate data 
called for by CPU 101, color information, and the frame buffer. And the 2-dimensional 
projection image of the arbitrary area in the virtual three-dimensions space which arranges 
and constituted the three dimensional object model is drawn on a built-in frame buffer. 
Then, a synchronizing signal is added to this image data, and it outputs to a display 1 1 1 as a 

30 video signal. Thereby on the screen of a display 111, the image according to the contents of 
a game is displayed. 

[0064] Moreover, CPU101 reads sound data from CD-ROM 112, transmits them to main 
memory 102 or SPU106, and directs playback of a sound to SPU106. According to this, 
SPU106 performs modulation processing, regeneration, etc. suitably about these sound data. 
35 In addition, this sound playback data is piled up with the audio playback data to which it 
was transmitted from the CD-ROM decoder 107, and it outputs to a display 111 as a sound 
signal. Thereby from the internal-organs loudspeaker (illustration abbreviation) of a display 
111, BGM (BackGround Music), a sound effect, etc. according to the contents of a game 
are outputted. 

40 [0065] Moreover, CPU 101 generates a clock signal based on the timing signal supplied 
from an oscillator (illustration abbreviation), and the thing done for counting by the timer 
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counter (illustration abbreviation) which builds in this clock signal — the time check of time 
amount — it processes. 

[0066] Moreover, CPU101 performs matrix of a fixed-point format, and data processing of 
a vector according to the operation demand under game program execution. The brightness 
5 count which calculates the brightness of each part according to coordinate count of 
migration, rotation, expansion, contraction, etc., the transparent transformation count to 
2-dimensional coordinate data, the class and the distance from that light source of the light 
source set up virtually, an include angle, a view location, etc. about the 3-dimensional each 
coordinate data which constitutes a three dimensional object model is included in this data 
10 processing. 

[0067] Furthermore, CPU 101 performs waging- war processing (refer to drawing 7 ) later 
mentioned based on the waging -war fighting game program stored in CD-ROM 112. In 
waging -war fighting game processing CPU 101 A directions input is followed from the 
controller 113 by the player. From CD-ROM 112 to an indicative data (title data and 
15 demonstration screen data) After reading character data, waging-war partner character data, 
etc. which the player chose and developing to main memory 102, drawing of an image 
based on each of this developed data is suitably directed to GPU 105. The game screen in 
connection with the waging-war fighting game according to a directions input is displayed 
on a display 111. 

20 [0068] And waging-war processing (refer to drawing 8 ) later mentioned with the selected 
player character and a waging-war partner character is performed. While reading the 
following waging-war partner character data in random or the sequence set up beforehand, 
continuing and performing waging-war processing and there being a waging-war partner, 
waging-war processing is repeated, and when this waging-war result and a player character 

25 win, after performing a victory display, an ending display will be carried out, if it performs 
and wins to all waging-war partners, moreover, when a player character is defeated by the 
waging-war processing result, if there is hope of a re-challenge, perform waging-war 
processing again and the hope of a re-challenge should drop off — a **** game exaggerated 
display is performed. 

30 [0069] In waging-war processing, CPU101 receives the movement directive input from the 
controller 113 by the player at spacing of 1 / 60 seconds by which a display image is 
updated in a display 111. And character actuation processing to record the received contents 
of a movement directive and for a player character shift to the next actuation (refer to 
drawing 9 ), the time check which clocks the residual time of a game — processing and 

35 number-of-cases value data processing (subtraction processing of a physical strength 
numeric value) which the attack which the player character and the waging-war partner 
character let out mutually hit to both sides or one side — Drawing processing of game 
residual time, drawing processing of character actuation and drawing processing of a 
physical strength gage, speech processing according to the operating state of each character, 

40 etc. are repeatedly performed according to registration of a movement directive input. Then, 
the victory conditions (the physical strength numeric value of one character is set to 0) of 
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the character under waging war are fulfilled, and the time or when game residual time is set 
to 0, the waging-war processing result based on math-processing processing is passed to the 
above-mentioned versus fighting game processing. 

[0070] In character actuation processing, in order that CPU101 may acquire the operating 
5 state of the player character when receiving the above-mentioned movement directive input, 
the actuation names (an attack name, defense name, etc.) which show the activity, and the 
frame number (actuation ID) of the actuation concerned are acquired from the data 
configuration shown in drawing 3 stored in 102d (refer to drawing 2 ) of shift data table 
storing fields of operation in main memory 102. The shift data table of operation 

10 corresponding to all actuation names is beforehand read from CD-ROM 11 2, and is stored 
in 102d of shift data table storing fields of operation in main memory 102. And the shift 
data table of an actuation name of operation which corresponds from 102d of shift data 
table storing fields of operation in main memory 102 is referred to. Distinguish whether the 
actuation which can shift to the actuation ID corresponding to the movement directive input 

15 timing concerned is set up, and a reference place is shifted to the shift data table of 
operation corresponding to the actuation name to which it will shift in main memory 102 if 
shift is possible. The pattern of operation with which a degree continues is chosen, and if 
shift is improper, with reference to the present shift data table of operation, the present 
operating state will be continued from 102d of shift data table storing fields of operation in 

20 main memory 102. 

[0071] Then, it receives in 102d of shift data table storing fields of operation, and a degree 
receives with reference to a shift data table of operation, and if it has checked and hit 
whether the attack which it let out from the waging-war partner character has hit in the 
player character, if the pattern of operation is not chosen and hit, with reference to the 

25 present shift data table of operation in 102d of shift data table storing fields of operation, 
the present operating state will be continued in it. And the following actuation name, and 
Actuation ID and the hit mark of a hit part are set to field 102e of others in main memory 
102 from the shift data table of operation in 102d of shift data table storing fields of 
operation, and the above-mentioned waging-war processing is passed. 

30 [0072] Main memory 102 has program storage area 102a which stores a program as it is the 
memory in which the data which are needed for the program which CPU101 performs, or 
its activation are stored and is shown in drawing 2 , area data-storage field 102b which 
stores area data, character-data storing field 102c which stores character data, 102d of shift 
data-table storing fields of operation which store a shift data table of operation, other 

35 storing field 102e, etc. 

[0073] OS to which OS-ROM103 carries out basic control of the bodies 100 of game 
equipment, such as OS kernel and a boot loader, is stored. Extended I/O Port 104 is 
equipped with the expansional port for parallel data, and the expansional port for serial data. 
[0074] GPU105 is a subprocessor which operates independently in CPU101. This GPU105 

40 performs modeling processing, rendering processing, etc. of a three dimensional object 
model which are constituted by two or more polygons based on the coordinate data called 
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for by CPU 101 according to the drawing directions from CPU101, color information, 
CLUT, texture pattern data developed by the built-in frame buffer, etc. And the 
2-dimensional projection image of the arbitrary area in the virtual three-dimensions space 
which arranges and constituted the three dimensional object model is drawn on a built-in 
5 frame buffer. In addition, a polygon is the smallest unit of the graphic form which 
constitutes a three dimensional object model, and it consists of polygon flat surfaces, such 
as a triangle and a square. 

[0075] Moreover, GPU105 adds a synchronizing signal to the image data which did in this 
way and drew, or the image data transmitted from main memory 102, generates a video 

10 signal, and outputs it to a display 111. 

[0076] The frame buffer built in GPU 105 is constituted by the dual port RAM, and has the 
drawing field which stores the image data drawn by GPU 105 or the image data transmitted 
from main memory 102, and the viewing area which stores the image data displayed on a 
display 111. This drawing field and viewing area are changed by turns by GPU105 

15 according to the field rate at the time of performing graphic display. 

[0077] Moreover, the color look-up table (CLUT) referred to for color specification, the 
texture pattern data for texture mapping, etc. are stored in a frame buffer. 
[0078] SPU106 is a subprocessor which operates independently in CPU101. This SPU106 
performs suitably various modulation processings, such as volume control processing, and 

20 pitch conversion, musical interval adjustment, an envelope, RIBABU, to the sound data of 
the ADPCM (Adaptive DifferentialPulse Code modulation) format stored in the sound 
buffer (illustration abbreviation) built in according to the sound playback directions from 
CPU 101. In addition, the regeneration is performed and it outputs to a display 111 as a 
sound signal. 

25 [0079] Moreover, SPU106 piles up the audio playback data transmitted from the CD-ROM 
decoder 107 with the sound playback data reproduced by SPU106, and outputs them to a 
display 111 as a sound signal. 

[0080] The sound buffer built in SPU106 is memory which stores temporarily the sound 
data of the ADPCM format transmitted from main memory 102 by CPU101 etc. Moreover, 
30 this sound buffer is used as a working area, in case SPU106 performs RIBABU processing, 
or it is used also as a buffer at the time of transmitting the sound data for processing etc. to 
main memory 102. 

[0081] CD-ROM drive 108 performs drive control of CD-ROM112 set to the disk holder 
(illustration abbreviation), and reads the encoded data which are stored in CD-ROM 11 2. 

35 Error correction processing etc. is performed and the CD-ROM decoder 107 transmits the 
program and data which were decoded to main memory 102, SPU106, etc. while CD-ROM 
drive 108 decodes the data read in CD-ROM 11 2. Moreover, CD-ROM drive 108 is 
equipped with an internal sound source and a mixer (both illustration abbreviation), and has 
the regenerative function of audio data. 

40 [0082] A controller 113 and a memory card 114 are connected to a communication device 
109. This communication device 109 controls the data transfer between each part 101 
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within a controller 113 and a memory card 114, and the body 100 of game equipment, for 
example, CPU, and main memory 102. 

[0083] A controller 113 is an input device which sends out the various actuation signals 
according to the actuation input from a player to the body 100 of game equipment through 
5 a communication device 109. Two or more input carbon buttons, such as a start button and 
an arrow key, are prepared in this controller 113. A memory card 114 is constituted by the 
flash memory and stores game data. In addition, the body 100 of game equipment is 
equipped with a controller 113 or a memory card 114 free [ attachment and detachment ]. 
[0084] Moreover, CD-ROM 112 also stores the shift data table of operation read on the 
10 occasion of the character actuation processing performed by the above CPU 101, when a 
waging-war fighting game program is stored. The example of this shift data table of 
operation is shown find explained to drawing 4 - drawing 6 . 

[0085] the waging-war processing performed by above-mentioned CPU101 corresponding 
to one of the various character actuation patterns set up in a waging-war fighting game in 
15 each shift data table of operation shown in drawing 4 - drawing 6 — setting — 1 — the 
actuation ID (1-60) which is a unit of operation about the continuous-action condition 
which can shift according to the movement-directive input received every [ If] 60 seconds 
working — a setup makes possible independently. 

[0086] Drawing 4 shows the shift data table 301 of operation corresponding to an actuation 
20 name "an upper case attack" among the various character actuation patterns set up in a 
waging-war fighting game. For example, when a character shifts to an upper case attack, 
"phi (upper case attack initiation)" shown in the actuation ID 1 set as this shift data table 
301 for an upper case attack of operation is referred to. subsequent movement directive 
input timing — responding — the actuation 23-ID 28 which can shift — "— the middle — the 
25 special attack A — " which can be shifted — The operating state shown in ID 43-46 "the shift 
to the lower-berth special attack A is possible" or ID 56-57 "the shift to the upper case 
special attack A is possible" is chosen, and the next continuous action of a character is 
controlled. 

[0087] the inside of the various character actuation patterns with which drawing 5 is 
30 similarly set up in a waging-war fighting game — an actuation name — "— the middle — the 
shift data table 302 of operation corresponding to attack" is shown. Moreover, drawing 6 
shows the shift data table 303 of operation corresponding to an actuation name "a 
lower-berth attack" among the various character actuation patterns set up in a waging-war 
fighting game. 

35 [0088] In addition, in this body 100 of game equipment, it is necessary to perform a lot of 
image data and a sound data transfer on the occasion of image display, a sound output, etc. 
between main memory 102, and the frame buffer in GPU105 and the sound buffer in 
SPU106. For this reason, in order to perform data transfer at high speed, the so-called DMA 
transfer which performs data transfer among direct both to the bottom of GPU 105 or 

40 control of SPU106, without minding CPU 101 is performed.. 

[0089] Moreover, in the gestalt of this operation, in a controller 113, various memory, such 
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as main memory 102 and CD-ROM 11 2, has the function of a storage means and a shift 
actuation storage means, and CPU101 has the function of a pattern setting means of 
operation, a pattern selection means of operation, a character actuation means, and a 
movement directive reception means for the function of an input means, respectively. 
5 [0090] Next, actuation of the gestalt of operation of **** 1 is explained. First, when the 
waging-war fighting game program is stored in CD-ROM 112 set to CD-ROM drive 108, 
the waging-war fighting game processing performed by CPU101 within the body 100 of 
game equipment is explained based on the flow chart shown in drawing 7 . 
[0091] First, CPU101 is read in CD-ROM112 by CD-ROM drive 108, receives the 

10 waging-war fighting game program and title data which were decoded by the CD-ROM 
decoder 107 and inputted, demonstration screen data, character data, all shift data tables of 
operation, various setting data, etc., and each storing field to which it corresponds in main 
memory 102 is made to memorize it in drawing 7 (step S101). And the tide data and 
demonstration screen data which were memorized to main memory 102 are read, and it 

15 transmits to the frame buffer built in GPU105, and directs to repeat a title image and a 
demonstration screen image by turns to GPU105, and to draw to it (step S102). 
[0092] According to this, by GPU109, a synchronizing signal is added to the title image 
data and demonstration screen image data which drew to the frame buffer with the 
directions from CPU101, a title video signal and a demonstration screen video signal are 

20 generated by turns, it is outputted to a display 111, and a title and a demonstration screen 
are repeatedly displayed on a display 111 by turns. 

[0093] Subsequently, CPU 101 distinguishes the existence of depression actuation of the 
start button in a controller 113 by the existence of the start depression signal into which it is 
inputted from a communication device 109 (step SI 03). If a start button is not pushed, the 

25 repeat display process of a title and a demonstration screen is continued and a start button is 
pushed Start the waging-war fighting game concerned and the display of a tide and a 
demonstration screen is interrupted. Read the character setting data memorized to main 
memory 102, and drawing of a character selection screen is directed to GPU 105. The 
character selection screen of a player is displayed on a display 111 by GPU105, and a 

30 player character is made to choose by the player in this character selection screen (step 
S104). 

[0094] CPU 101 reads the selected character data from character data storing field 102c in 
main memory 102. And if a waging-war partner character will be determined according to 
the waging-war sequence data if there are waging-war sequence data which determine a 
35 waging-war partner's sequence at random in the setting data memorized to main memory 
102, and there are no waging-war sequence data, a waging-war partner will be made to 
determine it as a player (step S105). 

[0095] If a waging-war partner character is determined, CPU101 will read the waging-war 
partner's character data from character data storing field 102c in main memory 102, and 
40 will shift to waging-war processing (step SI 06). In addition, the shift data table of 
operation corresponding to all actuation previously read from CD-ROM 112 is already 



Page 21 of 33 



[JP,2000-189669,A] 



stored in 102d of shift data table storing fields of operation in main memory 102 at this 
time. 

[0096] The detail of waging-war processing of this step SI 06 is explained based on the 
flow chart shown in drawing 8 . In this waging-war processing, CPU101 is transmitted to 
5 the frame buffer in which the player character data first read by the processing mentioned 
above as waging-war pretreatment and waging-war partner character data were built by 
GPU105, and it directs to draw a game screen to GPU105 (step S201). 

[0097] According to this, by GPU109, a synchronizing signal is added to the player 
character image data and waging-war partner character image data which drew to the frame 
10 buffer with the directions from CPU101, a game video signal is generated, it is outputted to 
a display 111, and the game screen 201 as shown in drawing 10 is displayed on a display 
111. 

[0098] While the character 202 and character 203 which are pitched against each other are 
displayed and the identifier displays 204 and 205 corresponding to these characters 202 and 
15 203, the physical strength displays 206 and 207, and the victory numeral sections 208 and 
209 are displayed, the game time amount display 210 is expressed as the game screen 201 
shown in this drawing 10 . 

[0099] In the game screen 201 shown in this drawing 10 , the identifier of the player 
character chosen as the part shown by "Player 1" and "Player2" and a waging-war partner 

20 character is displayed on the identifier displays 204 and 205. Moreover, it is shown in the 
physical strength displays 206 and 207 that it was displayed in white before [ all ] waging 
war, and physical strength remains 100%. And if waging war is started, a white viewing 
area will decrease according to the receptacle condition of the damage of each character, 
and signs that change and remain and physical strength decreases so that a black viewing 

25 area may increase are shown. Moreover, the number of victories of each characters 202 and 
203 is shown to the victory numeral sections 208 and 209 by the number of * shown all 
over drawing. Furthermore, the residual time of the present waging war is numerically 
shown in the game time amount display 210. 

[0100] "Player 1" and "Player2" are chalking up one victory respectively with both the 
30 examples of a display of the game screen 201 shown in this drawing 10 , and it indicates 
that the remaining physical strength of "Player 1" is [ the residual time of the present 
waging war of the remaining physical strength of about 70% and "Player2" at about 50% ] 
63 seconds in them. 

[0101] And what it displayed immediately the alphabetic character "GO" and the game *' 
35 started it for to the player after CPU101 displayed on the center section of the game screen 
201 the alphabetic character "Ready" by GPU105 is shown. 

[0102] Subsequently, CPU101 receives the movement directive input from the controller 
113 by the player at spacing of 1 / 60 seconds by which a display image is updated in a 
display 111, i.e., the refresh rate of 60 frames, (step S202). If the movement directive input 
40 from a controller 113 is received, a current waging-war condition distinguishes whether it is 
under [ "pause (halt)" ] ****** ( st ep S203), and if it is among "a pause (halt)", it will shift 
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to weight processing (step S212), and will return to receptionist processing of a movement 
directive input (step S202). 

[0103] In a game, the alter operation which directs "a pause (halt)" is also possible, and 
since character actuation processing and drawing processing will also become unnecessary 
5 if it is among a pause, processing from which the contents of a receptionist of a movement 
directive input return to input reception via weight processing except pause discharge 
directions is performed repeatedly. 

[0104] Moreover, if it is not among "a pause (halt)", the received movement directive 
information will be memorized to field 102e of others in main memory 102 (step S204), 
10 and it will shift to character actuation processing for a player character to shift to the next 
actuation (step S205). 

[0105] The detail of character actuation processing of this step S205 is explained based on 
the flow chart shown in drawing 9 . In this character actuation processing, first, CPU101 
memorizes to field 102e of others in main memory 102 at the above-mentioned step S204, 

15 and checks whether there has been any input of movement directive information using 
movement directive information (step S301). Since it is not necessary to choose new 
actuation without the input of movement directive information, it shifts to hit-checking 
processing of step S307. If there is an input of movement directive information, it will 
distinguish whether a player character is working (step S302). 

20 [0106] If working, in order to acquire the actuation name of the character in the input 
timing concerned shown in drawing 3 in order to set up the actuation which can shift, and 
the data 300 of Actuation ID, the actuation names (an attack name, defense name, etc.) 
which show the activity, and the frame number (actuation ED) of the actuation concerned 
are acquired from 102d of shift data table storing fields of operation (step S303). It 

25 distinguishes [ whether it can shift to the next actuation, and ] by whether the actuation 
name corresponding to the directions of operation inputted into the actuation ID concerned 
in the shift data table of the acquired actuation name concerned of operation is memorized 
with reference to the shift data table of operation stored in 102d of shift data-table storing 
fields of operation corresponding to this actuation name and Actuation ID that were 

30 acquired, and checking (step S304). 

[0107] As a result of this distinction, if shift is possible, the continuous action which shifts 
to a degree will be decided as a reference place of the future actuation by the shift data table 
of operation corresponding to the actuation name to which it shifts in 102d of shift data 
table storing fields of operation (step S305). Moreover, if shift is improper, with reference 

35 to the present shift data table of operation in 102d of shift data table storing fields of 
operation, it will shift to hit-checking processing of step S307. 

[0108] Moreover, if a player character is not working in step S302, the continuous action 
which shifts to a degree will be decided by making the present shift data table of operation 
in 102d of shift data table storing fields of operation into a reference place (step S306), and 
40 it will shift to hit-checking processing of step S307. 

[0109] After shifting the shift data table of operation referred to in step S305 or step S306, 
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CPU101 confirms whether the attack which it let out from the waging-war partner character 
has hit in the player character (step S307). If it has hit, and will receive in 102d of shift data 
table storing fields of operation and will not have hit with reference to a shift data table of 
operation, the present shift data table of operation in 102d of shift data table storing fields 
5 of operation is referred to. 

[0110] And after CPU101 sets the following actuation name, and Actuation ID and the hit 
mark of a hit part to field 102e of others in main memory 102 from the shift data table of 
operation under reference by main memory 102 (steps S308 and S309) and ends this 
character actuation processing, it returns to processing of step S206 of waging-war 

10 processing of above-mentioned drawing 8 . 

[0111] the time check whose CPU101 will clock the residual time of a game if it returns to 
processing of step S206 of waging-war processing of drawing 8 — processing — performing 
— the time check — information is memorized to field 102e of others in main memory 102. 
And as number-of-cases value data processing which the attack which the player character 

15 and the waging-war partner character let out mutually hit to both sides or one side, 
subtraction processing of the physical strength numeric value of each character is 
performed, and each physical strength numeric value of the result of an operation is 
memorized to field 102e of others in main memory 102 (step S207). 

[0112] subsequently, CPU 101 — the above-mentioned character actuation processing and a 
20 time check — the hit mark memorized by the actuation name, the actuation ID, and the 
other field 102e which were memorized by processing and math-processing processing at 
102d of shift data-table storing fields of operation in main memory 102, and a time check — 
information and each physical-strength numeric value read, and drawing processing of 
game residual time, drawing processing of character actuation, and drawing processing of a 
25 physical-strength gage direct to GPU 105 (step S208). 

[0113] According to this, by GPU109, player character image data, waging-war partner 
character image data, hit mark drawing data, physical strength gage drawing data, and game 
residual time drawing data are newly drawn by the frame buffer with the directions from 
CPU101, a synchronizing signal is added, a game video signal is generated, it is outputted 
30 to a display 111, and the image corresponding to a waging-war situation is displayed on the 
game screen 20 i on display on a display 111. 

[0114] Furthermore, CPU101 directs the speech processing according to the operating state 
of each character to SPU106 (step S209), and makes voice, a sound effect, etc. according to 
each character actuation output from a display 111 by SPU106. And CPU 101 distinguishes 

35 whether it checks whether the physical strength numeric value of each character memorized 
by field 102e of others in main memory 102 was compared, and the victory conditions (the 
physical strength numeric value of one character is set to 0) of the character under waging 
war were fulfilled, or game residual time has been set to 0, and a current waging-war game 
is terminated (step S210). 

40 [0115] If victory conditions and game residual time do not fulfill the conditions which end 
a game, it returns to movement directive input reception processing of step S202 via weight 
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processing of step S212. Therefore, while the waging-war game is continuing, according to 
reception of 1 / movement directive input in every 60 seconds, processing of step S203 - 
step S209 is performed repeatedly. 

[0116] Moreover, if the conditions on which victory conditions or game residual time ends 
5 a game are fulfilled, after generating the game result (information a player character 
indicates a victory or defeat to be) based on a physical strength numeric value and the game 
residual time of each character as a game result, memorizing to field 102e of others in main 
memory 102 (step S211) and ending this waging-war processing, it returns to step S107 of 
versus fighting game processing of above-mentioned drawing 7 . 

10 [0117] If it returns to step SI 07 of versus fighting game processing of drawing 7 , CPU101 
will check whether the player character has won based on the game result memorized by 
field 102e of others in main memory 102 by waging-war processing. If it is the victory of a 
player character, a victory message, victory pause data, etc. will be read from field 102e of 
others in main memory 102, drawing processing of this victory message and victory pause 

15 data will be directed to GPU105, and a victory message and victory pause data will be 
displayed on the game screen 201 on display on a display 111 by GPU105 (step S108). 
[0118] Subsequently, CPU101 distinguishes the existence of the following waging-war 
partner character with reference to the waging-war partner character data memorized by 
character data storing field 102b in main memory 102 (step S109) (step SI 10). If the 

20 following waging-war partner character is set up, this waging-war partner character data 
will be read, it will return to step SI 06, and waging-war processing will be performed. 
Therefore, while a player character defeats a waging-war partner character and the 
following waging-war partner character is, waging-war processing is performed repeatedly. 
[0119] And if a player character defeats all waging-war partners, the ending data 

25 memorized by area data storage field 102b in main memory 102 will be read, drawing 
processing of this ending data will be directed to GPU105, and a display will be made to be 
switched to an ending screen (illustration abbreviation) from the game screen 201 on 
display on a display 111 by GPU 105 (step Sill). And it returns to the title of step SI 02, 
and demonstration screen-display processing. 

30 [0120] Moreover, if a waging-war result is defeat of a player character in step S107, 
CPU101 will read a defeat message, defeat pause data, etc. from area data storage field 
102b in main memory 102, will direct drawing processing of this defeat message and defeat 
pause data to GPU 105, and will display a defeat message and defeat pause data on the 
game screen 201 on display on a display 111 by GPU105 (step SI 12). 

35 [0121] And CPU101 reads re-challenge setting data from area data storage field 102b in 
main memory 102, directs this re-challenge setting data drawing processing to GPU105, 
and makes the count-down timer display for 10 seconds to which actuation of a 
re-challenge is urged to a display 111 by GPU 105 perform. In the count-down display for 
these 10 seconds, CPU101 distinguishes whether the re-challenge was required by the 

40 existence of the continuing directions input from a controller 113, before the number of 
display seconds is set to 0 (step SI 13). 
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[0122] If continuing directions are inputted, CPU101 will perform waging-war processing 
with the waging-war partner character returned and defeated in that of step S106. If 
continuing directions are not inputted, a game exaggerated indicative data is read from 
main memory 102, this game exaggerated indicative-data drawing processing is directed to 
5 GPU105, and game over is displayed on a display 111 by GPU105 (step SI 14). And it 
returns to the title of step S102, and demonstration screen-display processing. 
[0123] As mentioned above, with the game equipment 1 of the gestalt of operation of **** 
1, on the occasion of waging-war fighting game processing, the movement directive input 
from a controller 113 is received every [ If] 60 seconds during 1 actuation of a player 

10 character, and the shift data table of operation beforehand memorized by of operation shift 
data table 102d according to the actuation name in main memory 102 corresponding to the 
"actuation name" which shows the present activity is referred to. And it judges whether the 
contents of a movement directive received from the shift data table of operation referred to 
can shift to the next continuous action, and in order to shift to the attack actuation and 

15 defense actuation in which a degree is followed, it becomes possible to make actuation of a 
player character shift variously and smoothly. 

[0124] Below, the example of the shift condition of a shift data table of operation and 

player character actuation is shown and explained at drawing 11 and drawing 12 . 

[0125] drawing 11 — the shift data table 301 of operation for an upper case attack, and the 

20 middle — the sign Al which is drawing having shown correspondence relation with the 
shift data table 302 for special attack A of operation, and is shown on the left-hand side of 
the ID column of the shift data table 301 for an upper case attack of operation of operation - 
A5, and the middle — the point which can be shifted [ of operation ] is shown, respectively 
in the sign Bl shown in the left-hand side of the ID column of the shift data table 302 for 

25 special attack A of operation of operation - B5. for example, the middle corresponding to 
[ since it corresponds to the point A2 which can be shifted / of operation / when a 
movement-directive input is performed to the timing of actuation 23-ID 28 of the shift data 
table 301 of operation for an upper case attack ] this point A2 that can be shifted [ of 
operation ] - a reference place shifts to the point Bl of the shift data table 302 of operation 

30 for special attack A which can be shifted [ of operation ], and the pattern (the middle special 
attack A initiation) of operation set as those actuation 1-ID 6 is chosen. 
[0126] point A3 were similarly shown at drawing 11 to the shift data table 301 for an upper 
case attack of operation and which can be shifted [ of operation ] — the middle — it is 
matched with shown point B-2 which can be shifted [ of operation ] by the shift data table 

35 302 of operation for special attack A, point A4 which can be shifted [ of operation ] is 
matched with the point B3 which can be shifted [ of operation ], and point A5 which can be 
shifted [ of operation ] is matched with point B4 which can be shifted [ of operation ]. 
moreover, the middle applicable to each point B-2 which can be shifted [ of operation ] - 
B5 — although the concrete actuation name is not shown in each actuation name column 

40 matched with each actuation ID in the shift data table 302 for special attack A of operation, 
the actuation name which can shift to a degree is set up in fact. 
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[0127] the shift data table 301 for an upper case attack of operation shown in drawing 11 , 
and the middle — based on correspondence relation with the shift data table 302 for special 
attack A of operation, the condition of making character actuation shifting continuously is 
shown in drawing 12 . Since the point of other shift data tables of operation matched with 
5 the point Al which can be shifted [ of operation ] which can be shifted [ of operation ] is 
not set up when a movement-directive input is performed to the timing of the actuation ID 
1 of the shift data table 301 for an upper case attack of drawing 11 of operation, a reference 
place is still the present shift data table 301 of operation for an upper case attack, and the 
upper case attack initiation actuation pattern of the shown character is displayed by Al on 
10 drawing 12 . 

[0128] Moreover, when a movement directive input is performed to the timing of the 
actuation 23-ID 28 of the shift data table 301 for an upper case attack of drawing 11 of 
operation Since the point Bl which was matched with the point A2 which can be shifted 
[ of operation ] and which can be shifted [ of operation ] is set up, A reference place shifts 

15 to the actuation 1-ID 6 set as the shift data table 302 for special attack A of operation, this 
Bl and the corresponding middle — the middle which the actuation 23-ID 28 and a 
corresponding actuation name (middle the special attack A) are chosen, and is shown in 
drawing 12 by A2 — the middle shown from a special attack A initiation actuation pattern 
by Bl which follows a degree — a display shifts to a special attack A initiation actuation 

20 pattern. 

[0129] Moreover, when a movement directive input is performed to the timing of the 
actuation 43-ID 46 of the shift data table 301 for an upper case attack of drawing 11 of 
operation Since point B-2 which was matched with point A3 which can be shifted [ of 
operation ] and which can be shifted [ of operation ] is set up, A reference place shifts to the 

25 actuation 12-ID 14 set as the shift data table 302 for special attack A of operation, this B-2 
and the corresponding middle — The actuation 43-ID 46 and a corresponding actuation 
name (lower-berth special attack A) are chosen, and a display shifts to the lower-berth 
special attack A initiation actuation pattern shown by B-2 which follows a degree from the 
upper case attack actuation pattern shown in drawing 12 by A3. 

30 [0130] Moreover, when a movement directive input is performed to the timing of the 
actuation 56-ID 57 of the shift data table 301 for an upper case attack of drawing 11 of 
operation Since the point B3 which was matched with point A4 which can be shifted [ of 
operation ] and which can be shifted [ of operation ] is set up, A reference place shifts to the 
actuation 21-ID 23 set as the shift data table 302 for special attack A of operation, these B3 

35 and the corresponding middle - The actuation 56-ID 57 and a corresponding actuation 
name (upper case special attack A) are chosen, and a display shifts to the upper case special 
attack A actuation pattern shown by B-2 which follows a degree from the upper case special 
attack A initiation actuation pattern shown in drawing 12 by A4. 

[0131] Moreover, when a movement directive input is performed to the timing of the 
40 actuation ID 60 of the shift data table for an upper case attack of drawing 11 of operation 
Since point B4 which was matched with point A5 which can be shifted [ of operation ] and 
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which can be shifted [ of operation ] is set up, A reference place shifts to the actuation 
33-ID 35 set as the shift data table for special attack A of operation, this B4 and the 
corresponding middle — the middle shown by B4 which follows a degree from the upper 
case special attack A initiation actuation pattern which the actuation ID 60 and a 
5 corresponding actuation name (middle the special attack A) are chosen, and is shown in 
drawing 12 in A5 — a display shifts to a special attack A actuation pattern. 
[0132] in addition, the middle indicated to be the upper case attack actuation pattern shown 
in A3 of drawing 12 to B4 — the special attack A actuation pattern shows the display 
condition at the time of being judged with the attack judging having hit in the waging-war 

10 partner character. 

[0133] As mentioned above, actuation of a player character can let out various attacks 
smoothly during 1 actuation by the pattern [ more various than the conventional pattern of 
operation and continuous ] of operation by the movement directive input received at 
intervals of 1 / 60 seconds. 

15 [0134] Therefore, it can let out various work easily, without becoming possible to let out 
neither special work nor continuation work in the combination of an input key in a 
controller 113 like before, but to let out special work, continuation work, etc. as continuous 
action by modification of key input timing, and being dependent on the skill level of a key 
input of a player. 

20 [0135] The display in one attack actuation from the middle of one attack actuation was 
made to shift in the explanation beyond [the gestalt of the 2nd operation]. However, as for 
this invention, it is also needless to say that it is not limited to the above example and a 
display can be shifted to two or more attack actuation from the middle of one attack 
actuation. 

25 [0136] drawing 13 - the shift table 311 of operation for an upper case attack, and the 
middle — the shift table 3 1 1 of operation for an upper case attack being the same drawing as 
drawing 11 having shown the shift table 312 for special attack A of operation, and having 
shown drawing 14 in drawing 13 , and the. middle — it is the same drawing as drawing 12 
having shown the condition make character actuation shift continuously, based on 

30 correspondence relation with the shift table 312 for special attack A of operation, the signs 
Al-El shown in the left-hand side of the ID column of the shift table 311 for an upper case 
attack of operation of operation, and the middle — the condition of the character in the sign 
Bl shown in the left-hand side of the ID column of the shift table 312 for special attack A 
of operation of operation - B5 supports Al - El list of drawing 14 at Bl - B5. For example, 

35 if directions of an upper case attack of operation are performed, as for a character, the 
display of a pattern of operation will be performed in order of Al ->B1 ->C1 ->D1 ->E1. 
[0137] actuation ED 23 and the middle of an upper case attack [ in / Bl in drawing 14 is in 
the same condition, and / drawing 13 ] — the same actuation is set to the actuation ID 1 of 
the special edition attack A. moreover - the same - actuation 24-ID 28 and the middle of 

40 an upper case attack -r the same actuation is set to the actuation 2-ID 6 of the special attack 
A. 
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[0138] therefore, the timing of the actuation [ in / shift of actuation is attained in the 
intersection of these two patterns of operation, and / an upper case attack ] 23-ID 28 — the 
middle ~ in drawing 14 , the display of actuation of a character can be continuously shifted 
in the sequence of Al ->B1 ->B-2->B3 ->B4->B5 by performing directions of the special 
5 attack A of operation. 

[0139] Drawing 15 is drawing having shown typically actuation of the character which can 
shift from the shift table 311 for an upper case attack of operation shown in drawing 13 .. 
That is, the actuation which can shift also to A3 and A4 in drawing 13 is set up, and it can 
shift continuously to another pattern including the same actuation of operation, although 

10 action indication of the character is carried out in the sequence of Al ->B1 ->C1 ->D1 ->E1 
according to directions of an upper case attack of operation as mentioned above — this 
timing that corresponds to A2 working — the middle — if directions of the special attack A 
of operation are performed, action indication will shift in order of Al ->B1 ->B-2->B3 
->B4. the middle of this drawing 15 — actuation of the special attack A returns to the 

15 display of input waiting state B5 like drawing 14 after that, although the moment the attack 
judging occurred is displayed on B4 as a condition of that last. 

[0140] Moreover, if directions of the lower-berth special attack A of operation are 
performed to the timing which corresponds to CI working, action indication will shift in 
order of Al ->B1 ->C1 ->C2 ->C3 ->C4. although the moment the attack judging generated 
20 actuation of this drawing 15 and the lower-berth special attack A as a condition of that last 
is displayed on D4 — the middle — it returns to the display of an input waiting state after 
that like the special attack A. 

[0141] When the display control of the predetermined actuation is carried out with the 
gestalt of the 2nd operation like the above, a display can be made to shift to different 
25 actuation according to the transition state of the actuation when receiving the input signal to 
other actuation. For this reason, in addition to the effectiveness of the gestalt of the 1st 
operation, it can let out more various work by actuation simply. 

[0142] in addition — the gestalt of the above-mentioned implementation — this invention — 
an upper case attack and the middle — although the case where it applied to the pattern of 

30 operation which can shift from an attack and a lower-berth attack was shown, it can apply 
also to the pattern of operation which shifts from other attack actuation or defense actuation, 
and especially the applicability does not limit the activity of a character. 
[0143] Moreover, the gestalt of the above-mentioned implementation described the case 
where this invention was realized by making a home video game machine into a platform. 

35 However, this invention may realize general purpose computers and arcade game machines, 
such as a personal computer, as a platform. 

[0144] Furthermore, with the gestalt of the above-mentioned implementation, the program 
and data for realizing this invention were stored in CD-ROM, and this CD-ROM was used 
as an information record medium. However, an information record medium may not be 
40 limited to CD-ROM, and may be the magnetic and optical record medium or 
semiconductor memory of others which computers, such as a magnetic disk and a ROM 
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card, can read. 

[0145] Moreover, the program and data for realizing this invention may be a gestalt which 
it is not limited to the gestalt offered by media, such as 
attachment-and-detachment-CD-ROM, to a game machine or a computer, but has been 
5 beforehand pre-installed in the memory of a game machine or a computer. Moreover, the 
program and data for realizing this invention may be a gestalt which receives from other 
devices connected through the communication line etc:, and is recorded on memory. 
Furthermore, you may be the gestalt which records the above-mentioned program and data 
on the memory by the side of other devices connected through the communication line etc., 
10 and uses this program and data through a communication line etc. 
[0146] 

[Effect of the Invention] According to the game equipment of invention according to claim 
1, the character in a game can be operated continuously and the actuation can be diversified. 
[0147] According to the game equipment of invention according to claim 2, a pattern of 
15 operation can be set up so that the character in a game may shift to the next actuation 
smoothly from predetermined actuation. 

[0148] According to the game equipment of invention according to claim 3, a pattern of 
operation can be set up so that the character in a game may shift to the next actuation 
smoothly from predetermined actuation, and the pattern of operation which can shift can be 

20 diversified continuously. 

[0149] According to the game equipment of invention according to claim 4, a pattern of 
operation can be set up so that actuation of the character in a game may be smoothly shifted 
to the next actuation per actuation of arbitration, and it can continue per actuation, and the 
pattern of operation which can shift can be diversified. 

25 [0150] According to the game equipment of invention according to claim 5, the pattern of 
operation to which a character continues and shifts according to the input timing of the 
directions of operation in a game can be controlled, and the pattern of operation by which a 
character continues and shifts next from the unit of arbitration of operation by the input 
timing of directions of operation can be chosen. 

30 [0151] According to the game equipment of invention according to claim 6, the grapple 
actuation pattern to which a character continues and shifts according to the input timing of 
the directions of operation in a game can be controlled, and the grapple actuation pattern by 
which a character continues and shifts next from the grapple actuation unit of arbitration by 
the input timing of directions of operation can be chosen. 

35 [0152] According to the character motion-control approach in the game equipment of 
invention according to claim 7, the character in a game can be operated continuously and 
the character motion-control approach of diversifying the actuation can be offered. 
[0153] According to the character motion-control approach in the game equipment of 
invention according to claim 8, the character motion-control approach that a pattern of 

40 operation can be set up so that the character in a game may shift to the next actuation 
smoothly from predetermined actuation can be offered. 
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[0154] According to the character motion-control approach in the game equipment of 
invention according to claim 9, a pattern of operation can be set up so that the character in a 
game may shift to the next actuation smoothly from predetermined actuation, and the 
character motion-control approach of diversifying continuously the pattern of operation 
5 which can shift can be offered. 

[0155] According to the character motion-control approach in the game equipment of 
invention according to claim 10, a pattern of operation can be set up so that actuation of the 
character in a game may be smoothly shifted to the next actuation per actuation of 
arbitration, and the character motion-control approach of continuing per actuation and 

10 diversifying the pattern of operation which can shift can be offered. 

[0156] According to the character motion-control approach in the game equipment of 
invention according to claim 11, the pattern of operation to which a character continues and 
shifts according to the input timing of the directions of operation in a game can be 
controlled, and the character motion-control approach which chooses the pattern of 

15 operation by which a character continues and shifts next from the unit of arbitration of 
operation by the input timing of directions of operation can be offered. 
[0157] According to the record medium which invention according to claim 12 can 
machine read, the character in a game can be operated continuously and the record medium 
which memorized the game control program which diversifies the actuation can be offered. 

20 [0158] According to the record medium which invention according to claim 13 can 
machine read, the record medium which memorized the game control program which can 
set up a pattern of operation so that the character in a game may shift to the next actuation 
smoothly from predetermined actuation can be offered. 

[0159] According to the record medium which invention according to claim 14 can 
25 machine read, a pattern of operation can be set up so that the character in a game may shift 
to the next actuation smoothly from predetermined actuation, and the record medium which 
memorized the game control program which diversifies continuously the pattern of 
operation which can shift can be offered. 

[0160] According to the record medium which invention according to claim 15 can 
30 machine read, a pattern of operation can be set up so that actuation of the character in a 
game may be smoothly shifted to the next actuation per actuation of arbitration, and the 
record medium which memorized the game control program which continues per actuation 
and diversifies the pattern of operation which can shift can be offered. 

[0161] According to the record medium which invention according to claim 16 can 
35 machine read, the pattern of operation to which a character continues and shifts according 
to the input timing of the directions of operation in a game can be controlled, and the record 
medium which memorized the game control program which chooses the pattern of 
operation by which a character continues and shifts next from the unit of arbitration of 
operation by the input timing of directions of operation can be offered. 

40 
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[Translation done.] 
* NOTICES * 

JPO and NCIPI are not responsible for any 
5 damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not reflect the 
original precisely. 

2. **** shows the word which can not be translated. 
3. In the drawings, any words are not translated. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the block diagram showing the whole control-system configuration of the 
15 game equipment 1 in the gestalt of the 1st operation which applied this invention. 

fDrawing 21 It is drawing showing the configuration of the various storing fields in the 
main memory 102 of drawing 1 . 

[Drawing 31 It is drawing showing the data configuration of Actuation ID and an actuation 
name stored in 102d of shift data table storing fields of drawing 2 of operation. 
20 ("Drawing 4] It is drawing showing an example of the shift data table for an upper case 
attack of operation stored in 102d of shift data table storing fields of drawing 2 of operation. 
fDrawing 51 the middle stored in 102d of shift data table storing fields of drawing 2 of 
operation — it is drawing showing an example of the shift data table for an attack of 
operation. 

25 [Drawing 6] It is drawing showing an example of the shift data table for a lower-berth 
attack of operation stored in 102d of shift data table storing fields of drawing 2 of operation. 
HDrawing 71 It is the flow chart which shows the waging-war fighting game processing 
performed by CPU 101 of drawing 1 . 

rDrawing 81 It is the flow chart which shows the waging-war processing performed in 
30 waging-war fighting game processing of drawing 7 by CPU101 of drawing 1 . 

rDrawing 91 It is the flow chart which shows the character actuation processing performed 
in waging-war processing of drawing 8 by CPU101 of drawing 1 . 

HDrawing 101 It is drawing showing the example of a display of the waging-war fighting 
game screen displayed on the display 111 of drawing 1 in waging-war fighting game 

35 processing of drawing 7 . 

HDrawing 111 the shift data table for an upper case attack of operation in 102d of shift data 
table storing fields of drawing 2 referred to in character actuation processing of drawing 9 
of operation, and the middle — it is drawing showing correspondence relation with the shift 
data table for special attack A of operation. 

40 rDrawing 121 the shift data table for an upper case attack of drawing 11 of operation, and 
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the middle — it is drawing showing the shift condition of the character displayed on the 
display 111 of drawing 1 based on correspondence relation with the shift data table for 
special attack A of operation of operation. 

[Drawing 131 the shift data table for an upper case attack of operation in 102d of shift data 
5 table storing fields of drawing 2 referred to in character actuation processing of drawing 9 
of operation concerning the gestalt of operation of the 2nd of this invention, and the middle 
— it is drawing showing correspondence relation with the shift data table for special attack 
A of operation. 

rDrawing 141 the shift data table for an upper case attack of drawing 13 of operation, and 
10 the middle — it is drawing showing the character actuation shift condition displayed on the 
display 111 of drawing 1 based on correspondence relation with the shift data table for 
special attack A of operation. 

[Drawing 151 It is drawing showing the actuation which can shift from the shift data table 
for an upper case attack of drawing 13 of operation. 
15 [Description of Notations] 
1 Game Equipment 

100 Body of Game Equipment 

101 CPU 

102 Main Memory 
20 103 OS-ROM 

104 Extended I/O Port 

105 GPU 

106 SPU 

107 CD-ROM Decoder 
25 108 CD-ROM Drive 

109 Communication Device 

110 Bus 

111 Display 

112 CD-ROM 
30 113 Controller 

1 14 Memory Card 

301 311 Shift data table for an upper case attack of operation 

302 and 312 the middle - shift data table for an attack of operation 

35 



[Translation done.] 



Page 33 of 33 



(19) B*H4#fFiT (J P) (12)£a (A) (ll)tttt(HB&N#* 

#§§2000-189669 

(P 2000-189669 A) 
(43)ftBIB ¥^12^7 ^ 11 B (2000. 7. 11) 

(51) Int. CI. 7 M9JIB# FI f-73-K (##) 

A63F 13/00 A63F 9/22 H 2C001 

P 









*g!t* »#3I©R16 OL 


(£24H) 


(2l)ffiSi#^ 


#S^10-372302 


(7i) ms 


IA 


391049002 
















(22)ttHRB 


¥^10^12^ 28B (1998. 12. 28) 














(7i)ta«A 


597065891 
























3*im«$SltETBlll - 8-1 












■7— 








(72) m 


wr 


WIS 












^mS5SHETBH 1 T@ 8 #1 


* T)V 


















(74)^5 


IA 


100090033 












ffitt »B] (JH«) 












£3 


m\zm< 



(57) »»] 

du] *fg9§fct, -W}ft-*\z.K<DW}mzwfi-rz>m 

tV-t 7 ^ * ©*«»fts***ao* A-Xfcl* 
fr^-fr^eit^prtgt-r^y-Ag*, -^©^^^ 

teii&#£jg#fc-r3 i <t * a m tr 

**7^^»^«aic*v»T, cpui 

0 ltt, »ff»^A**a»t#»tfct* (XT7 7S 3 
0 1 : Ye s) ©7 s U-t*** 7 2 * (DWlttftM* . * 
f>^U 1 0 2|^©»#^ff7 i -^5 i -7*;P*&*fi«« 
10 2 dlC^$tlfe»^St7U'-A#^ dSf£l 
D) £S*tf»U ^©SM^f^-^-:/;U£#H8L 

t WT77S 3 0 3) mm.mv?m7KXt>$"( ^>if\z 
*f*rr*iMe i Dic^ff Bisgt?fen« uf77S3o 

4: Yes) >^ ; E 'J 1 0 2 ftOWfr-? ZWift^Z 

KfeT%mft&ft?—?^-7Mzmmft$:&?7 (xf 

3 0 5) -r 




S3.04 



I 



S3Q8^ ^<PBftl*n»»-b"vT 



r L_ 



( 2 ) 

1 

> £EftT 5 ibises 

£ © 7 - >S*?^S K ttfcftffcrt 10 

*E*U 

meimw- mtt^???<DWift* 

KJEWSn&KrfeffiSllMRKJSDT, WEEtS^efcE 

fg £ n& s k+ ^ 7 7 7 © sb«M*^ fc^-r s 7 

tt E=¥ * 5 £ * telMf ITiE^CttftOih^X 7 - 

>*Etfr«»fr»fPEtt^at, 

WE* ir 7 7 ^ ©»*£* ir^gg bT^fr^SgfrltiSc©!!; 

f^/X^->ft«fEWT»^E1**a*»6l«*aUTl8« 

mE**5^^©»^t»fc3E«fsnfciiifm**«K«: 
ex. WEifc^^-^Kse^afcisi^stifcaiRflDft 30 

m&9U] i9E»fT»ffEit*att, me*^^ 

©»f£/t*->£EffcU 40 

WEa^A^->a5t¥aa, *te** 7* 
fg&«i£©iw a 7 - > «mE&fTibfl£Eit#aft> e k 

fti^v->«w{T5 c: t t-ra»*a 3 e 

«(D7-'-AgSo 50 



^2 000-189669 
2 

[§»*5i5 3 ME+*7**A*ffi*©»fl5tefc?fij6P#in 
>«rME^fr»^E1S^a*> 6K*IB UtStb, 

MESj^A-^->a^^att, ttE»f^»*a^aK 
«k 0 w¥ismm m*&nm-t intern, mmmftmmft 

R©»fl^ sk** 7 t-* 

£#ffc £T S 3 * « V» tt 4 Eiffl^-ASl. 
7 - > _* E * b fc Z. £ * 9HR £ T S It * £ 3 S 5 © V»' 

■rn^E3s©y-A^s. 

mw-rzv-^mz&nz** ? z zmftumismiz 

>*E**SK:EiltSli-*XS£, 

UT, mEE*#aKE*snft:*»©»fP/ , ?iS'— 
^K^r77^©lb^^^^'trffii©i(i^/^-> 

c ©s& $ nfcui^ *r-y icatJiATiWE* 

£*4*«£T*y-A««K::fc 777- 
y £*f^T S^frtif *8£Et& U 

ft^*- >©^ff 1f WC*"^V»T«lgW SSf^/t^- > 

*s^-r a - £ itftrnt? 7 teiroy-ASi 

^ (om^umt^- &mw\z*$tfz>ir<r => zzmft 
um^mza^T. 

mm*r7?**mmm\z&ft-inmum&<Dmttrt?- 

y&m&^mzmmzitziLnii. 

mm* ^ 7 7 ^©sjf^t 3 ic^br^fT^itg^«igt©ii) 

ten*- >*ttEE**a*»&«*ai txsttsu 

£. 

iE+ ^777 ©Sjf^^ fcsgr^ nfcitifpfg^if ^fr^ 

7 7^©S)^«®A^^UT^fTWfg^ll^A^- 



( 3 ) 

3 

z. <Dmw.-£t\tzmYEn?- > \z s-p* v>tme* * ? ? ? 

U 

tWEK^i? — >*BBet*iett. ME*^^** 10 
ffi*©»^4»fc3E«fSn&»#»*fll«lc*:i;T, ME 

£g#?-f s r t w*^ 9 E«©y-Age 

e*©»f^««*» 5 mm vx&n nm/xmim 9 - > & 30 

C»*ai23 I&tf^^lt^CJ&DT*^^©!!^ 

iis+ *> 5 * ^ fcs«f s ft&»im** 

d ©§JR£ ftfc»f£/^ - > fcS^TME* r 5 * ^ 

T 3 »fM * - > fclf^T <5 »ff «« *EtS U 



#g|2 000-189669 
4 

t» mEE«#ef=E«snfcaK*+5^^fiD»fp* 
^^o»fp*«fP-r*fc»©y-A»ii»^D^7A*e 

*bfc»tttt*l!l 0 *TtBfcE»flE#fc:fcV>T. 

>*E*¥Sl:E«**4^ny7A3-Ft, 

^^-^StWEEtt^a^SttfrffibTRSgr-S^o 
^An-Ft, 

MB*ir5**©»fls+teM*rSft&lMimNH»*fcJS 
CT. ttE««Sft&**<D»ft^*->tf»5, IK* 
7 i7 ^ QiMtsfMBft 6 gift bT^ff »ItBfr * - 
>£IKT5^o^ 7 A3-Ht, 
Cl © £ ft fclMfc/t * - > KStJ^TME* \ 7 ^ 

* * tf y- a y P * 5 A £ Ett b C t * £ T 

0 nTlg&Bfttttt. 

5] ttE»f^/'«^->*E«*-a-*7 p n^9 
A3-HS> WE* + 5^^©«E*©»fPmffi»r»*ft 

VTmkm\z&ft^mtzmwL<nmftrt->?->*mm?>'& 

#S£BfftU 

MEttfE/^-^SRfi-rs^nd^Aa-Ftt, ME 

ftfc«t«bTJ»ff lTSBtt**<Z)»^^->*WEE« 

!9Eibf^/t5'->*SWrS^Pf 7A3-H1 ME 
*-v5fi'A««j»©»^4'fcK«Taftfcft^JB*««fc 

f&b-r, mE»««*ft*:ai»co»^^->^&, a 
k* * 5 * * ©tt*©»«stt»&* *>mm v-c&ft^mts. 
»^^->*a«i-r*ci:*i#«tT*»*ai 4E 

«©«£«Ss*-^ 0 pTtt&Eftfttt. 

6] «E+* 5 fcBrfc* 
.IWWIHT73E«fSft*»^ffl**«*aW#W-*fc*©^ 
P^^AP-H^Jg^-g-*, 

itEIMf^->*S«t4^ny?A3 - Ktt. ME 
W-ttW-SftfcPS. ttEttl©ftff#ftK» 
6 ft^Kft b T^fT ^r«<c«R©»^/X ^ - > « 
iiEEfifg*^ 6 K»ttl b TISSI/. 
iElff/^->5Mt5ya^7A3-F(t ME 

[%?9©l¥aB?ilJi^] 

[0 0 0 1] 



( 4 ) 

5 

^t»«* * 5 ^ ^ 9— >&mwr z> f- Am 

[0 0 0 23 

[0 0 0 3] uO»8My-ATIl. T/u-f-v*^ 
£ * K A £ ©**«&«MM|s* 

#S¥8-848 5 9^S 

fcE*£n& ry-A*«j TH «&©ft#}£7j^a 20 

& <E> CD ftfEm^<£>SS#--& «k 0 f— A*^ 7 ^ ^ It 

[0 0 0 4] 

naftfl^^A^t L-T^lS]*— ^A^tf* ><Z)*¥T^ 

[0 0 0 5] fttto-fe. — »f^**fr*©— JfePSIHttft 

»tf^«MfTS»RE**RKS£b«fc5fcbTfe, —ft 
f£ JtHrHl*3T?H: 1 SXDftf^^A^frjSD^© 40 
»f^lcL*»»ffT?#r, XW-^^^CQftft^^ 

ti*&-otz. Z\<DZ.t.\±. ±.^mW-S -8 4 8 5 9 

T&:fc*>. S&©ft^*^®A^(Dftf^»^KiaiB 

fcs^^T-y-A^^ ^ * * fca^fttf^frto-e-aa^ 

a^^Jf&r-fafcttTa&O, XW -V** 7^©ftf££ 

[0 0 0 6] *SS9IW:, ±ElI!g£fl?tfe-rSfc:ii&, -ft 
^^»C^(Dft^{C^fTTaM^K^«S^bT, -ft 50 



4fM2 000-189669 
6 

ft*<D7u^v**7 9?wiiiF<Dm&Vim\zfeVTW)ft 
»«s£**aoxA-xic»fr3i«c4:£»nBfcT* 

[0 0 0 7] 

if« \z is ut* r ^ # * <DWift * mwt * V- 
assk&^t, mtttvyzf&mmmzmftz^z 
a»©»^^->*Eiifr*ett*afc, me** 7 

**©»fls4U:JEff£nfc»f1Mfi^*fc«i;T, ft!3 

±os*i$nfcft^^->»cs^Tmi3^^7^^ ' 

[0 0 0 8] C©»*9lllE«©5BWteJ:n«. ftmt 
*ttf«fc*UT^rlT7^^©»ff**J»-r*y-AK« 

gtiO liffi^ * 5 * ©ftfE* i'Hfr £ nfcftfttf^ 

ttsstosu-c, WEEit^ateEitan&asfcroft^ 

A , 5'->5iKt5t« *^^ft«^a#, £©ft 
^ a * - >atR^a c j: v sir $ n&i&fe a ^ - >\zm 
o*^T*aE^ r 9 1> * *«iawfc«^*-&5. 
[0009] Lfc^ox, y-^tro+t??^^ 

[0 0 10] lf*^2(rE*T5^BJ 
CD«fc5 tr, tt^tq( 1 mm<Dtr~ Aggfc*3V>T, 83EE 

WE«»©»^^->»fc^ff5i5oii«r 

/^->lJRfail. WE*ir7*^©»fe>H;:JE*rS 
ftfc»fe»jjM**fc«:£T. t9EEtt#afcE1tStlfc 
S BE* r 5 * * oftflM** K*f ftfEA ^ - 

[0 0 11] ^ffltt*S2Siffll^l;inH S9EE 
^ft^A^->*Jg^T-5^ffffi«^E^b. WEftf^ 
nfcftf^fl^lf^fc^lJT, WEE«*»KiE**nfc 

§t+t7i?^ <nm^m \z?ife-rz> ftfp a ^ - > 

[0 0 12] Lfc35^T, y— A^©=^^7i7^^m^ 
ft^ e.XA-Xfc^:<Dft^^T-5± -5 fCftfPA^ 

[0 0 13] f*«3IB«©^H y-A^fCftflHjg 



( 5 ) 

7 

> *MfBSfT»f^l2tt^e*^ BE»U b TKJTT 5 »^ 
/^->^«#©<h, |&E3r*5**©IM1M I fcJE»rS 

©»ff«*A»&aittLT»fTlIIB3Cc»^^->*3illR 

niMf^^->Hifat, c©»f£A*->s#^ io 

[0 0 14] COBI*9l3E«0*WK:J:ntf. y— A 

i»ic»ff«*iiMifc*i;T*ir7^^o»fl!*wfP"r* 

t^^->R)£fSfcJ: 0 WE* * 5 £ * ©HjfEf fc 

flWBfcfcCT, ttElbf1^i'->KS^afclfce;*ttfc 

nfc»ff/'«^->Kl*tJHT«rE*1r'7^^*«l«MK: 
[0 0 15] bftAbT, y-A^O+t?^*!^ 

[0 0 16] £©«-&, 11*914 KE«t?«JB9I 

©J:3fc. »*3i3K«©y— A««fci5V»T, OTE& 

ff»fpE«*Rtt. mE**5**©ffitt<DttfeimftK 

«U «Elftff^t*->K«#att. iE*t5^?* s 

»fTi!rig<ta»©»^^->*iWEiMf«if«2**a 
mE**5^^)i«tt*©»fp+fcs»$nfc»^»*iii 40 

lCbT*>J:V>. 

[0 0 17] c©»*:jUE*©fS9ifcJ:ntf. t&E# 

ttfcmiTm&mtz&ft sH&ttmvKDWi&rt*- >*e 

«b. WE«rfPA : 5'->Kft^»tt, itFE*^5^*** 



#SI2 000-189669 
8 

me* + 5 * * tfexanfl** icjEff 2? ftfc m^m^m 
mzfcCT. wirZWittrt ? - ywtttwt. k a je $ n&« 

R©»fl^*->a>S. *5K**5**©fflt©iM1Mfc 
[0 0 18] LfeAbT, 2* + ©*ir7*:*©IME 

\zWiWrtz-y*WLi2.-zz, WiWWtiL-zmm b t&?t *j 

[0 0 19] BI**5fcE*-r*»WO«fc5 
fc, 111**3 **V»tt4E«©y—A»«K*^T. » 
fftBsRStt^a «k 0 WE* * 9 * * AiffiS ©ftfe + lc 

WE»^/^->iSS^a«, MEttlCtMtt 

>*WEfMr»ftfE1t*a*>Stt*ttJbTa5£U WE 

■Mt^*->att*att-, MiE»^»7KSf>f*aK«fcD 

get. i»EiMt^*->Bje#afc«5£Sftfc*»© 
s**ir9**©ffi*©ibflM*«a> 
5 mm b T&n-fimttmttrt? — > * sirt 5 <t -5 k b 

[0 0 2 0] C©»*a5E*©5BW»=J:ntf, ft^S 
^S#^aCi0WE^^7^^**tt*©Sb^*J'^ 

ft 6 n& *&e b r»ff mmfrm9Lv>u& n & - > £ m 

E»ff»^Eil^a*>6«*mbTR«b. WE»tf^ 

*->g*^a«* »E»fp*s*s#*afcj:D»^» 
*««**«»t#»t6nfci*, i*ssfc«;i; 

/t*— SK^rlr7^^©tt*©»^«l6*»6«l 

[0 0 2 1] LfeA^T, y— A(f>©»ff»«©A*^ 
-f = > if \Z1& D T* * 7 * ^ ftt*M b T#ff T * 

y fC =fc o v 7 9 ^*«ffi«©»f^¥tt*> &3fcfc»tt b 

[0 0 2 2] *&, «**6fCE«©^^©<t^t', m 
**3 A^e. 5©Vi-rtl*^E«©y— Ailfc^^T. M 
EIMf»^E*#att. «*©»B»ff#ffifc»*#>t 
T*»WK»ff?riBa:**©»B»^3'->*E1t"r 
S«i:afrbT%>i^« 

[0 0 2 3] r<0a*S6StO58lflfc«tnH iE^ 
fT»fPES^Stt, ffi*©»H»f^*ttlc»*:ft»*Ta 
»C IMf ^TIE&ttftOttHttf^/t * - > « E*T * . 

[0 0 2 4] Lfe^T, y-A«t»©!M^i8*©X*^ 

f^/X^ — >*WfPT*Ct*«T*, i!jf^Jt*©A*5"f 



( 6 ) 

9 

[0 0 2 5] tt*« 7 mm<D&w\z, mttmTummzfc 

iff;^->*aRt5iit, £©a«s*ifciM&rt 
lit, *-&trc:t*»*tl/TVi*. 

[0 0 2 6] C©»*a7E«©fE9iK±ntf, IM&B 

^^*a«ttic»f^s«a*«a)»^^->*E1t* 
aicB«*t5IIt. taE**7**©lMe+fcJE*r 
Sn&ftffcSSMlMRKjSUT, MEEtt*»fcE1t£tt 
fc«JK©«rfe/t* — iSiS^^^roiMtMKffi 

' nfcSj^A^->fcSt?ViTtilE*+7i7^Sr«l^«JfC 20 

[0 0 2 7] b&3&*oT, y-AifO*t7i!'i'*im 

[0 0 2 8] »*9l8fcEffr456W©«J:3K:, 
7 E*©y— A*«R:&W-<&*-* yZZWiffeUW 

Jj&\z&\,*t, «iEib#/ , «^— >*Eita-&*xan, 
->*s*-r*fMr**«E«u mEiw^^^->* 

MtRTSXgtt. ME*^7^^©»^*frjESfStlfc 30 
J-TryZfomftVim \zttfoT Z> »fe A° * - > ©**fr * 

[0029] ^©«*«8E«©^iann MEM 

>*fcfMrfc©<Hfrr*i&fts/^— >£if*-r*fMTM 
**B«U iJBlff - >*1JRT SliH, h9E 
* +• 5 i/ * ©SM£* $ nfcttmejjMWR 

t, WEEit^afcEiitsnfcaK^-fr^^^oib^tt 40 
m\zttfe?%W}ft/-<?->c>&?rmmzm-3^-TMWi-? 

[0 0 3 0] bfc**t5T, y-A*©*-^^^^**^ 

[0 0 3 1] a*S9|2t©^H y-A^tsi^Jt 
^fiffilC^UT^l'^^Wf&fl^iSOTTSy— ASM 

***<a^MK&fT^fg;kg&©l&f£A*->£S1i¥ 50 



#18 2 000-189669 
10 

bTfMr^aBfc«R©»fl^*->*»EE1**»A»& 
tt*lHL-C«jrr*Xg£, MS*t7i?^Oft<PtlC 

©imp/^-^s, s»**^**©iM£Rt8a>s>i 
mnznfzmw^-yizm^Tmtt* ? ? ? *m 

[0 0 3 2] C©f*a9Bt©36«t±nii, y-A 

«f c ic* b t* ir 5 * * © srfe * mmt * 

y— Ai6«fc*u***5^^»#«(**ttic*^T, 

KUBttbTafr lI«Bfc«Sc©iMlsA<*- >* WEE 
•*«*6R*HJbT«ftr*lSti iE+f7i7^ 

sn&SROl^i'-^S. iSK+v^f *©»# 
<i*> 6 ittSt b TfWT*TtBfc»ffc* * - > ZMIR-r * X 
It, C©HR$n&Sfr/^->C*^»TliE^t 

[0 0 3 3] b&a*oT, y— A«t>©**5£**«»*rJ£ 

mftfr e> t. a— XK*©»fp^»ff r *«t o \zmftrt* 

[0 0 3 4] M&9I1 0KE«rt-*58W©±5 

fc, W*5I9E«©y-A*«K:*Vt**^7^^»^ 
W»*ttK:*v»T. MEWC*?— >eett3tt&xa 
fit, WE*^7^^©ffi*©»^*ffiK:*t*W»tTa« 
WKafrW«fc*ft©ibfe/t*->*i&EB1i*»K:E 
fSU iE»ff/^->*Stt5Ig(t UE*t7 

ttbT^*TSBfc*tt©lMe/^->**rEE1**8a» 

[0 0 3 5] d©ii**l 0Elo*»i:±ntf, ME 
Bff/^->*E«$t5Iitt, *»E**9**©ffi 
*«)»fMlttfc»*f*W-Tai(IWfc|Mf °TBg^«Sc©») 
^/^->*«EEttfSK:E1Sb, ttE»ff/t*-> 
SS^Igtt. taE*+5**a«tt*©lMM'fclIi 

■MeA*->*«HEEtt^»#&«*aibTiS3£U ffif 
Ei#/^->«lS?t5IlH tm**5i?91fi&. 

Kj£Snfc«»©J»fe/'«*-->*»S. *SSMr*72^© 
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[0 0 3 6] VfzW-DT. f-^<D*>r ; 7i7 5'<DWift 
[0 0 3 7] lKE«r<556WOJ:5 

o»^«f>ic»f3£ii*nniiBiBTjE*fsn*»^»3Kii»**s 10 

f£/W~>emEG1ft#^&KiMHLTR«U WE 

sn&*R©»fts/^-->a>e., sR*+5**©ffit 

[0 0 3 8] :oa*il lE««75^HJfCj;ntf, WE 20 

Zt«r, WEffi*©»fMiffite#fcttttSft;fcfc»LT» 
ff W^&RRCRff/^-^t&EER^R^gR^fJi 
1/TRfcU HElflt^^- b5E 

BUT, ME«;tsn&tt»©»ffcr**->a»&, 

fP^^->*a«T*. 30 
[0 0 3 9] IfcAbL y— AtfWtb^Ji^A*^ 

*->£M»T*J:£j&«TS, »«*»*© AT^-f 3 > 
[0 0 4 0] Ett6©»3fc*7~l 1 tEtt*I8f 

a i ~ 6 fcE*-r*369!£H«©3»**#s n t**Bjgg 
t^^o i&Abt, E«*n-5ffla#ia*iaffl=i>tr 40 

a.— A^Sft£©A— K">i7*«t»T* 

-Att«a»«»K:RlfiT**J:'5fcfc*. 
[0 0 4 1] IfjfcJg 1 2^101^11 S&^Jt^fif^fC 

n$f7A*E*Lfc*««*RD^ffifcERME#fcisv> 
T, ttE^^^^^^a^MfcR^^-e-^^SOSj^/l 

E*+ 9£*©»fe+fcXRStt;fc»ff»StMRia£i; 
T. REEtt*RfcE*3ft&»ft©iMkrt^ — >*» 50 
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*->fc*:?v»TRE**5***«RWK:»flsSi£.5 
^n^7A3-Ht, £^try-AfSKSP:/a^A£E 

[0 0 4 2] JKOUtjJSSl 2E«05S9ik:J:n«, BrfE 

-AlHW:/n^7A*fi«bfc««tt*RDT*ffifcE» 
j&^Kl&HT, RE**5****KttfclMts£-fr*R 
»©»^^->*E«*afcE«S-S-a^n^5Aa 
-Ft, »E**7**©»f|s+fc3eRSftJfc»flsifiK 

«*fc*i;T, REE«^RKEitsnfc«R©iM&rt 

fci&^^->{cX^TWE*^7^^*«I^Mfci!i 

[0 0 4 3] bfc^oT, y— A + ©^v5^^*jil« 

5 A*E»l/&ERttM*:*if RT* £ 
[0 0 4 4] *&, I*ai3KBtt4*l!OJ:5 

v^t, RERfe/^-^iERS-e-fcT/Di^Ari-F 
«, ME*R©ib«^*— >*icRfr$te©*iR-r4»fts 

/^->£ft*-r*RfTllMB*E«U mTElfj^/^- 

fcER3nfcSR**7**©»fiMK«te»«-r*»fe 
[0045] coa*ai3fs«o^t«knn we 

Ki^^->*E1t^-&^yoif ^An- Htt, RER 
«©»fl^*->*fcRfT7fc©«R-r*lMeA*->* 
»jKT*RfrR«*ERU »Bl^^->*I«t 
ST'n^A^-Ftt. ig*t ^^©Rfls+lcMR 

*n*:»fp»«««ic*i;T. iaEEtt#»fcE**n 

IS ^E* 5 * * ©Rf£tt»E:»jSrr *»ft^ * - >© 

[0 0 4 6] l/fc)5bT. y-A*©**7 2^J&t»rR 
■b^*»6^A-Xlc*©»^^ffT*J:5lC»^^ 
->*K3tT**y-A«»7 r n^7A*EitbfcE» 

[0 0 4 7] R«R1 4ffi«©»itt, y-A + fcib^ 

»*UM8ir«i;T**5^^©iiiff**»r*&»oy 

KftCtMT, RE*r7**a«RttWfc:RlTiiJRfcR 
&©lbfPA*->£E1&^&KE«S-frsyoy5A:3 

-Ft, mtt*7i?*<DW}ft*\zmmvT&ft-iijM?3L 
a»©f&#/x^->*ttEEts^s^ e.a*aj ltss 
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bT&ff -timtzmftrt* - > £ Z?U if 5 A 3 - 

tr^r- A »JSP -f D y ^ A £ Eft b fc 21 £ «ftflt <h b T ^ 

[0 0 4 8] 1 4E*©«91lC<fcntf, f- 

A *P )Z l&f£fgjj*1il$g b T3=- -f 5 £ ^ ©fbf^ £ ffl W? 

liil/TKnyD^^An- Ft, lWE**^:?© 
6 Ittt b T&ft^tf&tS&ftn &m&T% y n 
F<h, £-&tr. 20 

[0 0 4 9] Lft))bT, y— A + C*t7?^^l£ 

«flsT*y-AfW»yny5A*E1tbfcEfti*#*« 

[0 0 5 0] 5fcE«tr*3ei8©±"5 
91^9(1 4 E«O««tBE^JR0qTlld:Eft^K:« 
v>T> WEftffcrt*— >£f21t£-fr3yay5A3 — F 
tt. ttE^+^^^Ottjteoib^ffiKijbt^^Tatt 
»fc^lTtefc*R©»fts/^->*S&EE1t#«k:E . 30 

lib, m&wiftn?— n y 7A3-H 

£>nfc&»g bTlMf UIE«:a»C5ibff/X3' - 
»EE«#Ra»S«*mi/TM!j£U WE»f^A°^->- 
^SRT5yD^7A3-Klt ME*-*^^*^* 
©»fe*KMSrSnfc»ff}f*1#«fcj£UT. MEMR 

££nfcfc»©i&f&^-->>&»s, 7^*©tt 
«©iwt£^ 6 mm b T^ff piti^a^A- * — > £ g 

[0051] cfflasnsiBtw^tcinn we 40 
»f£/N**->£iH«£-&3yniy7A3— f«, we* 
^ 7 * ^ (D&mvmttmmzziifcttrt-zmmmz&ft-pi 

fg7i«gccoi!jf^y^->$:B9EE«#©fcE»b, WE 
Sif^A^— >*ift?.ya^7A3- Ftt, ig^t 
5 * * **«*©»«s* fcSRStfeiiiftfc:** £ tifc 

□ ^7A3-Klt t&E=**^^*»ffift©i&fls«f>fcM 
SiSnfclMm^lifSSfcjSDT, fflrE«riH3fc£ttfc*R 
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[0 0 5 2] y— A*©*-V7**©«rf£ 

[0 0 5 3] S&lc, 6fcB«T53S01©J:3 
t, il^ai 4&5V>«1 ( 5E«©*8«8&*E9bJI&S: 

jei»iBmPiTjE*fsn*»fHt*iiMi*«ttft»t4fc» 
^n7D^7A3-t^(i WE»fe»jR*«sw-#w-s 

ifil/TS^b, WEfffy^->4MT5^D^7A 

[0 0 5 4] £©S»*3il 6Et©^^IIimi WE 

»fmiiM*«*S»*W**;fc»©yny^Ari- H*3E 
iWESbft^^—^^jrrsyny^As— F 

tt. WE»^»***aw«-»t6nfci*, HfiEfl£.«©»j^ 

/^->4Mt5yp^7An - Rl iElffit* 

w*w*sw-#w-&nfcis, awwpi«i*j*ic«UT, 

[0 0 5 5] bfcfc^T, y-Atf©!bf^}t^©A7J^ 
^ 5 >y^^bT^V^^^A^^bT^fT-r^B)^/t 

yCioT+t?^* **tt*©»fP*ffi*» 6 * K b 

TiwrT * »fp/x^ - >£SiR-r 5 y- a sow ya y ? 
A*E*b&E»«E#*««-ract*«-r**. 

[0 0 5 6] dtie>©S*«l 2—1 6E«©«WfC«fc 

na, Eii#^in5^n^7A53>fa-^l; 

e: i-pi i ~ 6 t:E«-r?.y-A^s 
*h^t#^o bfc*«oT, E»«flEfcioTcn*y 

7 F^iT^n°ptbT^»<i:ffi5ibT$B(cE*, §5^ 
[0 0 5 7] 
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mmmif-Amizmm ^tzm^z-o^-cm^z. 
[0058] [* i ommoBWA &tf^tb i ~h 

»**-rHT*s. sr, 01 «, * 

m 1 c*«o»ic*it5y-A*t 1 ©fWfi9Ro^# 

10 0t, y-Agf*ftl 0 0*&®RftflPm»» 

ffl^j^ff^ 5 5*-r 7. nit, aarrsy— At 10 
kt a a a * ifeur 5 & a © y n 9 5 a -^h*?*— * . 

■fr»7> Kf-^^i*?:Wl> CD-ROM (Compact 
Disc Read Only Memory ) 112t, y— A^M*#: 1 

0 0 KMT5Jg«M^©fc»©A7JS:fr 53>hn-7 

int. y-Aca+igii^-^^y-AiRaiEKfix 

-^i^t'CDy-A^-^^^Ta^^EU^-P 114 

[0 0 5 9] ?—L,m.W.-*W\ 0 OH, CPU (Centra 

1 Processing Unit ; tMfiilazy h) 10 1, 
^-f>^ ; EU10 2, OS-ROM (Operating System 20 

ROM) 10 3, mm I /O (Input/Output) MO 
4, GPU (Graphics Processing Unit ; if^y-i y 
t?xmWMWy'u J ty*)-) 10 5, SPU (Sound Proc 
essing Unit ; t l ?>HBtffil7 p nt7U-) 10 6, 
CD-ROMfn-^10 7, C D - R OM P !7" 1 

0 8 RtfiUmgM 1 0 9*^snrt^„ 

[0 0 6 0] CPU 1 0 1, ^.O^nE'J 1 0 

2. OS-ROM 103, S£3II/0^-hl 0 4, G 
PU105, SPU 106, CD-ROMf^-^10 

7Rzsmm^mi o 9«, ax i 1 o^ltsw;» 30 

[0 0 6 1] CPU10 1B, OS-ROM103tlS 
iSnTHSOS (=t^U— tV >^>-7.^A) c 
D-ROM1 1 10 2 

KKMansftay-A^D^^A^-^jst^teat^ 

HTy-A81*#l 0 0©«-***|trr*. 
[0 0 6 2] IftWCttCPUl 0 lte, CD-ROM 

1 1 2fr£>&mtf— A7U ^ 7 A-^E^TC^f Jl/O^f 
U>^-^*a:lt*mi/T^-f >*^'J 1 0 2fcte3l 

lt, ss^-a^h (d— ;p^w>^y— A, 40 

t&Hy-A, AX;i"7-*-Aft<*£) ^H^Ta. n 
itbTCD-ROMl 1 2*^*7— ^7^77^7 
(CLUT : Color Look-Up Table) 

t/^- >x— ^^t^K^aibTGPu 1 0 5\zftm 

$nfc7U-A;'«777 (0^«a§) ICfeiiU GPU 
1 0 5fcH*<D»H*S3S-r*. 

[0 0 6 3] ^ntJSCDTGPU 1 0 9H CPU1 0 
lT^^ntigr-^^fifl. 7U-A/t7 7 7 
fC JgH S tltz C L U T *>t- 7 X ^ A ^ — >5 i — £ 
KgCf^T^U >^S J ?»U>^'J >^S^i*$:fT 50 
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— AAy7r±fcJtlB-r*. ^©^, Z\(DMmy"-9\Z 

-fll ltcffl7jT'So cnfCfcOTV^W 111© 

[0 0 6 4] CPUlOlli, CD-ROM 11 

2*>>b1r^>P?-^£0t^{i5LT*'f >*^EU 10 2 
^S PU 1 0 6 ICfeiiU SPU1 0 6l31r<7>Pc0S 

£*s*t*. ^nc^cxspui o 6«, z\n<E><D 
wyY^—snz-D nxfpj5ii^s4ffli& t* £ m-K 

HfT-T-So JO AT, ^©-tr^PM^-^SrCD-R 
OMr3-^l 0 7A^lE3ISnfc^— 5*^*11*7*- 
i'ti^bm^tLTr-f 77"K 1 1 IK 
ffi^jT^o ^ni:i0T-fX7'Kl 1 1 ©ftstx t°- 
* (0*«B&) AFty^lCJSUfcBGM (Back 

Ground Music) ^Sf^i'^^^tiS. 

[0 0 6 5] CPU10 1 tt, ?8g§§ (0** 

■&) 3fiA&ft|ft$n-&^'f 5>^«^fcS^Ti7Dyi7 

[0 0 6 6] CPUlOltt, tf—A-fatf^A 

$Lft#<DizwmmzfcVTmm>h$k&m&<DfTm j $>'<.>7 

T, ate, IS/J^£*<75jffiSS-Ji[-^-^7cffi 

T#w©»s*H-jifr*«Pfl»nic&£^*n*. 
[0 0 6 7] ssk, cpuiom. cd-romi 

1 2fc#iW$nfc*r«*Hy-A^'Dy7Afc*cJViT 

saB-rsttWffiJB (0 7#i) £isf?-f3. 

— Ai&Sfcl^T, CPUlOltt, 7*WttJ;53 
>hP— 51 1 3d^©JI5A^ttoTCD-ROM 
i i 2*>b^f-^ (^-f ^^x^EiSfflx— 

f*t7i'?T-^t' : &i*aibT^'f>^ : EU 1 0 

1ISGPU1 0 5 KiTil^L-r, Jt^ATJlCfSUfc 
*t!6*SSy-AlCWfcay-Aia®€r^'CX-7 s l/-r 1 1 
1 Kl^^£-fr£>„ 

[0 0 6 8] fbT, aHSnfc^W-V**?***: 

ttmta^**??* £iz£K>'&m-fz>ttmmw (es# 
r 7 ? 9 5 s - * * 5 >^a * a v> ji^a&taat $ n&jg# 
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[0 0 6 9] *f^SC43^T, CPUlOltt, f-f 
7.^K 1 1 lt'43^T«*H«*^ff^n^»l/6 0 
S>OHfST7>-r-^^J;SrJ> l l 3^<E><DWi 

•tz>tctb<D**7t>$W}W®m ®9#d , y-A© 
y-A*a«fc*-r. 20 

[0 0 7 0] ^7^*tbf£MJSK:43V»T. CPU 10 

2 rt©»#^ff J 1 -* 7— T/JUMMMJ 1 0 2 d (0 2 
#180 l:<fttt$nfe0 3 iC^tr-i'i^S. -?•©» 

ff(D7U-A#f (IfflD) <h^rlf#T-5)o 
\Z$ilfcTZ>mft&fT7 : —?y L -7Mt. CD-ROM 1 

i 2*^ j ?*^*-ai$nT^'i' >*=ev i o 2ft<Dmw 

if7T-?f-»il« 1 0 2 d iCf&ttjsnTVi 30 
fit, /O^t'JlO 2^<nmY^Wfr^-fr 
0 2 dfr&ttJGrrsiMMieiMsBfr 

**»5*»SW9JU fMr»T«-ean«.*-f >^ J EU 1 0 

#u iMf^?nr*ntf^-f >*^y i o 2pwnfim 

[0 0 7 1] C©^, #lMB^*7j'£'*>&llQffi£ 

«j^i 0 2 df*5©*^^«i^fTy— 

LT. :&©ft£>^I!if£/^->£;iftU t-yhbTlri 

min\mt?&fT ; rs? ; r-zrjvfemm®i 0 2 d^© 

^fT©S)^frx-i?'5 i -^ , ;l/Sr#BSbT, Wtr^WiW 
««i 0 2 drtroifi^fT^— ^-^i^&^roi&fE 50 
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«<htij^IDt, by hg&#©fc:>y bv-^t £;*-(> 
^t'JlO 2 firo-f-OTflfiOffl® 1 0 2 elCiry MT± 

[0 0 7 2] U 102H CPU101 

?TT^^n^7A^ro||ff©fcae)t^i:^^,y-^ 

fetw^sns^tUTSD, 02 {c^-r«to}c. y 

D^7AJMt57'D^7Afett«^l 0 2 ai, X 
'J 7f-^«*«t 5XU Tf-i'lMfiM 1 0 2b 

VF&ft^-f^-zfjmmmmi o 2 dt, -?•©*&©*& 
10 2 e ^i**#-r^<. 

[0 0 7 3] OS-ROMl 0 3 tt, OS*-^7 
-hD-^i\ y-A^g*#l 0 0<Z>£*IM«l&fT 
fc-5 0S**IMftSftTV>*. J£3EI/0#-M 0 4 

fli©i£3g#-h£«lA-5. 

[0074] GPU10 5H CPU101 tte&fib 
Tlb^TSIr^niiy I0GPU1 0 5 

cpu i o i*^©Wgi;f otcpui o l 

7 r kmh 2nfc c l u t^t^ x^a?*- >y-^ 

tei'KS^T, «lfc©7}?'J:J>KJ;-3T«j££n-5H 

H^7C?5RniC*tt*eit««©^7cg«H«S:rt®5© 
7U—A/\*^7T-hfC»®TSo &:fc, #U:J>(>:tt, 

■^B3^ 0te H (D&ft BW-ffifr <E> ft & h ©T h 3 . 

[0 0 7 5] GPU10 5H ^©i^KLTiiS 

ilfclSr-^, ofe| 1 Wi/'f>^ : £U10 2iii^6 

flr-«J«£jSU t-C^/K 1 1 ll'tii^T-5o 
[0076] GPU 10 5 \ZfaMt£tlfzy V — A/t-y 7 
^o-TJUtP- bRAMK ioTS^Jtl. GPU 

i o sizjivffiwznzm&T-*. *sntt*-r 

J^t, r^^^K 1 1 lfc*jST*lB«x— ***** 

#«*£fTft5^©7^-;n^— mijsi;tgpu i 

[0 0 7 7] yu-&rtyyT\z\z, &mi£.<ntz 
* 5 £ ^ - * 7 -y :/5r— (CLUT) 

*ft£*a***ft£n<5o 

[0 0 7 8] SPU106H CPU 1 0 1 t«»iz:L 
T»f^r-5-9-7*7 , D-tr-yU-^&^ < , i©SPU10 6 
CPU 1 0 l^bCt-^HStS^toTrtl 

-r-5-y-<7>hvt-y7 7 (s**a§) fc^^n^ADP 

CM (Adaptive Dif ferentialPulse Code modulation) 
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fill. X>^n-:7\ 'JA-^iftDSS^ 

[0 0 7 9] Jfc, SPU10 6B, CD-ROMt3 
-^1 0 7a»&«aisnfc*— r^tS4r-^4SP 
U10 6TW^bfc1^^>h-Six-^t«ta-a-t3-ttT 
t^tbTr^xyw 1 1 lfcttiaT*. 

[0080] SPU10 6 tr^^tifc-y-^^FA-y^ 

t«> cpui o i fc<£D*-r >*^eu i o 2*&tng 10 
£nfcAD p cM»a©*tf> b&wk: 

tt, SPU10 6*«U /t-^fflSfcfrfcilKfcfMWWW 

>*^E'J 1 0 2'"4E&r«RaVty7 7 tbTfc&fliS 

[0 0 8 1] CD-ROMh*7-fyi 0 8il 7^7.:? 
sfUl^ (0^«B§) l:t^h$tlfeCD-ROM112 
©ffiI&$!l?IS?TftV>, CD-ROM112l;^nT 
l^SflF^HbSilfcx— CD-ROMr3 20 
-^10 711 CD-ROM F^-f^l 0 8A«CD-R 
OM 1 1 2*^^5tofc^— 9*?^ — KT-Sttt) 

A-? 5 ^— *£-*-f >^ ; EU 102-^SPUlO 6te<i:lC 
lEST*. CD-ROMH5-f^l0 8B, ftfflS 

*jB*«t«3^U- (#KH*#I«) 5*^* 

[0 0 8 2] HI8110 9t«, 3>hD-7ll3 

*±tf*^y»— hi 1 4*»8Ettsn*. -©smsm 

10 9(t 3>hn-7l 1 Sfcitfjl^U*— Hl.l 30 
4 ty-Ait*ft 1 0 0 l*l©#gB, feWlfCPUl 
0 1^tW>7^'J 1 0 2 tOKKO^-^IESISMWr 
4. 

[0 0 8 3] 3>hD-7 113H ^HW50» 

y-ASi*fti o otr^tB-r-sA^^A-rx-eife^o 

H114I1 77'r/i/t l Jl:ioT«SJn. f— 

'J#-H 114H y-Agi*#l 0 0K»JKe«EK: 

[0 0 8 4] Sfe, CD-ROM 1 1 2«, jt«fe^-7-' 
-A7"P^7A$:*&^U75:«-&, _t!2CPU 1 0 1 \ZZl 

k> sifr $ ^ 7 ^ ^ t&f^MSfw ik u xa^-tt} $ 

[0 0 8 5] 04-06 K^T&ftfmfT^-*^-:/ 
f^^->ffllOl:»f5LT, ±iSOCPU10 50 
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l fc«k D*fr3tt*»«Mfc43V»T— ibfl^K: l / 6 

K.mMW>ftvtm&* iff¥fi-c*4SiffiD d~6 

0) HIKKJBUflBtb'T^*. 

[0 0 8 6] i4H »«*Hy— AIC*V»TK)feSn 

£ <D±&i*i&mW]ft&fT^—?T—-7)\' 3 o i 
ntcWitt i d i tc^-r r<j> (jtsifeSM^) j *«#hh£ 

I D 2 3 - 2 8 rrfia»fta»Afc»ff?rilJ , 

ID4 3-4 6 rTftW»a*AK:»ff rI«6j , 
tt I D 5 6-5 7 rj:K4$ac?fc*AKtMT^rtlJ 

s nt^ ^ ^ * * ©5fc©jt»»ff***w 

[0 0 8 7] HttteH5a, A K*3VVTR 

S?n^§i^t7i'5'lffA^->©o%!liM 

«&»J fcttfTT S mft&ft ^-5>t—-7)13 0 2^ 
bTV»5. Sfc. H6H. »**Hy— AK*ViT»3t 

[0 0 8 8] &43, 0 OK*^ 

X, M^tU 1 0 2 GPU10 5(^O7l/-A 
/^77. SPU10 6^J»it^>KA*>y7 7i;©^T 
fit, Hfcas^^Hffl^friffclRbT^SroiBfft^ 

5*— ^easjisaTrfftt-sfcftK:, cpuioi 

£?T£fK:GPU 1 0 5*5WiSPUl 0 6©$«rF 

MAfejal^fT^fcn^., 

[0 0 8 9] Sfc, d©H;&S©i^K::fe^T, n>hn 
-5 1 1 3 teA73^g©«iBg£r. ^-f ^^'J 1 0 2. 
CD- ROM 1 1 2 &£*©€•«* 'J te, B«#8fttf 

^■bftMEit*«©««*» cpuiont ibf^* 
[0090] ifcK, i <Dmm<Dmm(DWi^mmt 

-So ST. CD-ROMh'7-f^ 1 0 8\Z±y b^tltz 
CD-ROM 1 1 2l;a8My-A7 t D^7A*^tt 
■ZtlT^tzM-SiZ. y-Agf**10 0^©CPUl 
0 1 K:£9llfT£n3;tf«teS3y-Affi31CO^T0 7 

[0 0 9 1] 07 tr*^T> CPU101B, $?\ C 
D-ROMH^-f^lO 8 \Z£K> CD-ROM 1 12* 
bi^btl, CD-ROMf3-yi0 7l;i0f3 
-H£nTA#£nfc#lM&P^-A;7'n^A> ^-f 
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t, >*^«j i o 2i*g©^*-rs#»itt««fcia* 
a-e-a Uf-^s iod . ftx, /-o^y i 

tfibT, GPU1 0 5(C(*Jjg£*"l/-::7l/-AAy:7xfc 
fEHtb, GPU1 0 hXzZ-i h^Hlfet^HffiBIS* 

10 2). 

[0 0 9 2] ^nC)J;i;TGPU10 9Tfl CPU1 

hjmm^-^ t^'tmmm^-^izmmmnm^ta 10 
figanTx-i-xyw i i licai^n, t^^w 

[0 0 9 3] #V>T\ CPU10 1H, 3>ha-5 1 
1 3tC^t5X:?-h#*>©J¥Tjgfe©**i£, 
gfl 0 9^£A#£n5X^-hf¥T^<75*3ifc < J; 
OfiJS'JTS (Xx-yXS 10 3). X^-N^^if 

IT, pW^X^EL) 1 0 2 fctBtftb/fc^^^Sx 
-^^^tiJLTGPU 1 0 5(C^^7^^M^P®CD 
»IIi£f&?*LT, GPU105l:J;0f-< 1 1 

1 fC^K^cD^v^^^S^iii®*^*^, 

r 7^*4gft£-fr* (XxyXs 10 4). 
[0094] cpu i o i siR^nfc*^^^ 
-^^-r >*^u i o 2 ^??^-?&mm 

m,i 0 2 c^&S^ttJ-f. flT, *-f >*^U 1 0 2 30 
CtetSLfc^^-^ 4>lC^ffi^O)li#$:7 >yAi- 

XS 1 0 5) . 

[0 0 9 5] j»tlffif*t7^^A%S^n5t. CP 

uiont tommm^cD*^????*— ^sr^-i* > 

1 0 2f*qCD^^7i7^T ; -^*&tt®«l 0 2 c*> 

»«»aK»ff-r* Ux-y^s i o 

6) . ft*. CCDSf, /'f>^ ; EiJ10 2|^Ci^fi ; 40 
X— ^x-7\ll4&*ftffi*£ 1 0 2 dKteftUCD-ROM 

1 1 2*^K*m$nfe^ifjf^ic^-r2>®j^ffx- 
ZT—Dwmzi&mznx^*. 

[0096] :©xt"^s i o 6 <Dttmmm<DWffl\z 

-3^Tm%\Z7rC?7U—^T— MrS^TifclTf -5. 

:o»Wlii:fiv>T, cpuioin sf, *NS£str 

i7^f-?t»lffl¥+t7l'^f-^t4GPUl 0 
51CF*giSSnfc7b— AA>v^7fCfe^|b. GPU10 
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201). 

[0 0 9 7] unt(£;UTGPU10 9m CPU1 
0 1 * b ©^SC J: U 7 AA* 7 7 7 IciiLfcT'l' 

xf^^^w 1 1 1 KtBTjsn, x-^x'/u-r 1 1 1 

tttHl 0 1C^-r«fc-5i^ir'-Apffi2 o l^g^n 
-5. 

[0 0 9 8] CCMl OlC^-r-y— AH® 2 0 ITU 
Mirror 7 £^2 0 2 t^-v 7^2 0 3£*«^£ 
n, Jin^CD^^5i7^2 0 2, 2 0 3fC^bfc«B9 
2 0 4, 2 0 5, 2 0 6, 2 0 7, j$ 

fuscsiisw 2 o 8 , 2 0 9*i^n5tt%ic, y- 

ABfF B m^gf$2 1 OAS^SnTV^,, 

[0 0 9 9] £CD01 OfC^-fx"— AM® 2 0 1 K43V> 
T, £inNS*gfl2 0 4, 2 0 5\Z\t rpUyer 
lj , rp l ay e r 2 J T^TBB^^M^^nfc^V 

3. #7j«^g&2 0 6, 2 0 7fctt, ft«ttt±£ 

^ - -^©§^a^ fcjgtte fiats**a*ii>fc < ft o , 

TV><*HP*«*3ft*. H£f'JSfc*?rcSB2 0 8, 2 

0 9Cti, 04>lC^-r^©^CttJ;D#^-\'5i7^2 0 

2, 2 o 3<o»fij*3&«ssn*. $e>fc, y-A«piwa 

[oioo] cro^i otc^-ry— AH® 2 0 KD^aR 
03T-W:, rpiayerlj <h Tpiayer2j 
*>K. IBrro&tfTiSO, rpiayerlj ©SO 
ft^7 0%gg, rpiayer2j Wl0ft:M5 
0%llf, affi©*f«©S0S#ra**6 3^T$)^^«i: 

[0101] fbT, CPUlOlIt GPU105C 
iO'fr— AH® 2 0 1 (D^P^mz TReadyj t^O 
^nm^m^^rz^ W.-t>\Z TGO ! J tWoJt*^ 

To 

[0102] CPUlOlll f-fX^Kl 

1 1 lc*V>T««H»J& 1 X*f3ft* 1/6 O&OPflNI. 
"Tftt)*., 6 07l/-AO'j7Uy>al/-^W 

fr±-Sn>hP — 5 1 1 Zt^^<D^]^7EXtl^n 
mtZ> Ut'^S 2 0 2). 3>hD-7 1 13A^ 

-X (fflfc) J ***5**W»JL (7fy7S2 0 

3) . r*-x (f?ifc) j <p-e&ntf, 9i-f haasic 

^ffbT (^f7 7"S 2 12), fSfPJf^ATJCDStttt 
ttfflSf-M^ (7,T";^S 2 0 2). 
[010 3] y-AlCJSHTtt, T^-X (#ifc) j £ 
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mm&m& isTxtigimzmzmw&MQmvmffzn 
^mnzm^m^mn^^^y^^ u i o 2f*i<e>-?-© 

ffi«>««l 0 2 e KfBtSLT (X^y^S 2 0 4) , 7 

■?W)ft®m\Z&ft-?Z> (Xiry^S 2 0 5). 
[0 10 5] CCDX^-y^S 2 0 5 CO^r 7^f&f£4ffl 

m<ommiz-o^Tm 9 tc^r^ d— ^--v — h \z&^x 
mwTz>. z.<D**r^2?W]Wwm\z&^T, cpui 

0 1(1 ±fSX-^^yS 2 0 4T/-f >^ ; E'J 1 

0 2 rtCD^-CD^CDSg^ 1 0 2 e fCf5*L.lij^^«#lr 

Uf7^S3 01) . iwm^itiBwA^&ttn 

WS'JTS Uf7^S 3 0 2). 

[0106] f&tf^T&nn ^ff^if^iii^^^-r 
^.fe^fc. m3iz7r-rmmx-tj^-c ^y^iz^^^r^ 

7>7$'<DW]ft£tZ.*>ZSlzmftI EKD^—f 3 0 0£5J# 
<h> ^tWO^U—ivS^ (lif ID) <i:£f!) 

ft&fr? : --?7 L -7j\'&&)mmi 0 2 d*6ix*-r& 

Uf7^S3 0 3) „ JKDI&^UfclMt^tlSftU D 
('^■r^lb^ff^-^^-^l-^ffl^l 02dC 

T^Zfr&fr&mmTZZ&Z^K). frcDmmz&froI 
mfr'gfrWmTZ UryyS 3 0 4) „ 

[0107] ^rofijgijo^, &ft°im-e$>mmft& 
ft : r—?^-zr)ii&mm.mi 0 2 & ^wu^-^>m^ 

RB^tbT, •Aiz&ftTz>mmmft*mfe-tz> (x^v 

^S 3 0 5) . &frT'*IT~&tlttW]ft&ft7 £ -? 
T—^Jl&ttomi&l 0 2 dftOSlfTWlbfmfi^— ^T" 

[0 10 8] Xf«^S 3 0 2fC43ViTXK^ 

;i4&*fiM*£i 0 2 d?i<Dmft<nmft&ft^—$'9—-7)i 
^mm^ttvx. wz&ff-rzmwtMft&mjtw u 

f7^S 3 0 6), Xf7^S 3 0 7C0t-y h^iyi? 
[0 10 9] Xf^^S 3 0 5*^)^«X^-y^S 3 0 

6 iz&^T&m-rzmft&ffT-fzr-zrjvz&ffvrz. 
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CPU10 1H. #IMB3M^7^*>6ili9aj£ 
y^TS Uf^yS 3 0 7) . tyMTVmtflf^ 

&n?'-5'^-7)m®imm 1 o 2 dft<D£6^ib«M£ 

^frx-^^-^*&^«^l 0 2 d fH<Dmft<DMift& 
[0 110] ^-L-T, CPUI 0 ltt, ^-f >^^EU 1 

0 2T#Bg^oK,^fx^— 

t'JIO 2rt(D-?-rofl&©^l 0 2 e fc-fe 7 M/T U 
^->XS 3 0 8, S 3 0 9) , ?>7?W)ttmm* 
»7bm ±150 8 ©»lffll©7T7 2 0 6 (D 

mmizm&o 

[0111] m8<^nmmm.<D7,^y-ys 2 0 6<Dmm 
iznzii. cpuiGin *r-&<DmK>mffl*mmT 

0 2 Pio^£<DM<Dm.m. 1 0 2 eKietrrs. ^-ix, y 

20 utz.&mmjj&zwt.-jj\zhy h \stzm-£tom.mwi 

•oT. ^CD^^*(D##:^;gctt$r/'f >/^e'J 10 2 
[*|©^CDffiOT8W£l 0 2 efCKirrS Ur^S2 0 
7) o 

[0 112] CPU1 0 ill ±fB^^5d7^ 

»J 1 0 2fo<Dmft&ft=r—*T--7)V&1lkm.m \ 0 2 d 
fcE«Sft&»f£«£lMM D, 0 2 e 

«afflaR^#*y— s>©itiiffla* g p u 1 0 5 ics 

ii^f -5 (X^-y^S 2 0 8). 
[0 113] dntJSDXGPUl 0 9TH CPUI 

0 i*^©Ji^fc=tO 7U- AAyyrizyu-f -V^r 
ijn^nxy-A^M^^^nT^-i'T.yw 1 1 

1 {Cffi^j^tl, 111 £^+<Dy— A® 
40 S201 tC«, ^lg^lC^jSLfcK®*^^$nS. 

[0 114] CPU10 1H &^7i7*CE> 

»fP*»R:<Ki;*:*^»31*S PU 1 0 6 (X . 

77^5 2 0 9) , S PU 1 0 6fCiO&+^7i7^«J 
#C*CfcWia*#ft f*T-f X^H 1 1 1*6 
ffi^J^-B--5. f IT. CPUI 0 1H ^O^^'J 1 

0 2 rtw^ro^co®^ 1 0 2 e ^ies$nfc«-^^ 5 ^ 
{—?5<D*-*y>7?<D&i]WLm<Q\zf3.z>) &mrc2n 

50 T, ^©»eia^S:^T^-e--5*^*S:?JgiJ-r?. (7. 
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xy^S 2 1 0) . 

[0115] mm^RU^f-^m^mm^m^mT 

TOktirtZmtZtiLVttUi* Xf7^S 2 1 2©<^X-f h 

^S^jgEfiUTX^y :/S 2 0 2 0»^Ji^A^^#5Q ! 
1/6 0fj>@©lS^S^A#©§ttK:j&DTX^y:7S 

2 o 3~xf7ys 2 o 9<o«iaat«oigwfeffsn 

[0 1 16] »fiJ*#*4lr»tty-A»DI*IBIA« 
B^SHTti^ftSi/tStf. ft**?**©**!* 10 

ffiicgo* < Bt^fsui w -v* + 9 * * kjj&jri jwbmi: 
4«SbT^'f>^^u 102 p^<D^(Dmomm. l 0 2 e 

«. ±l5S7CD*fig^ i -A«lSOX^-yys 10 71:1 
[0 1 17] ^7©*tiy-AMl©XT7^S 1 0 7 

icbi*£. cpuioih »««ate«to^-f 

U 1 0 2 ft©^-©fi!i©ffiiie 1 0 2 e KE1t£nifctt-&IS 

t'J 1 0 2 f*3©^©fi&©SHt 102ei> £>MflJ^ y -fe— 

-t-y^»»5p]3p— X5*— ^<0f8W8L3£GPU 1 0 5»C 
JB^U GPUlOSCiOf-fX^Kl 1 
+®y-AIffl2 0 1 fcWfll^yt— 5>«>»ffl#— Xf 
-y"£*^:$1££> Uf^^S 10 8). 
[0 118] CPU1 0 111 *-f >;>HEU 1 

0 2ft<D** : ?i7#^-?feMmi$.l 0 2 bfcffittSft 
fc»««#*1r5i'^f-* ! fc<Hl/T (Xfy^Sl 30 

0 9) . 7 **©*fc**UMT5 u 

f-^siio) o '&<Dttmis^**7i7?i)mfe2n 

T. Xf-^S 1 0 6teR-aT*HW&S**ff-r*. L- 
LT^©** i&ffl^* ^ 7 ^ ^ Mtt#««lSa* 
[0 119] l-UT, ^Kt*t5i'^^ifif 

fcffljfij-rntf, /-f>^ : Eijio2(«3©x'j7f-^ 

1 0 2 b^f5tt^nfeX>x-0^-5'SrK*- 40 
ffibT, croi>f^>^f-^©SIj01$GPUl 
0 5fcftjKU GPU10 5IIii9f^X7Hlll 
fc^^«f©y— ASB5 2 0 1 *bl>j-( >ifWM (0 
^«@§) C»?K£*j!J0 5 (Xf'^S 1 1 

i) . tlx, ^T-^ys i o 2©y--r h;us.tf^Epj 

[0 12 0] CPU10 1I1 Xf77"S 10 7 

££V>T#ttJ§j|lftf:/ U-f * 7 ^ * ©afcttT&n 

^-f^t'JlO 2(<9©X'J7f-?«»®«l 0 
2 bd^^t^y-t-^K^-X^-^^i-^^ 50 



26 



ffiLT. £©gfc:lb;*yir--:^l&:fttf-%^— ^©ffiiii 
il^GPU 1 0 5 ICjg^U GPUl 0 5Ki;DyV 
1 1 1 fca*fp©^r-AiS®2 0 1 (Cftftjty 
■fe-: ^f&ittf-XT-fZ&TKZItZ Ury^S 1 
12). 

[0121] ^LT. CPU101H >_*^:'J 1 

0 2rt©XU7-y J -y-*&iW^l 0 2 b*^S»«6S!3t 

7*-*zwifrmvT. zKDmmwLiZT—pmwmw*: 

GPU 1 0 5 (Cit^U GPUlOSCiOr^X^I/ 

•fin Kf?»*©i»^*flgr i o g>©# <i7 > h > 

y--f VS^&£*£fT*3i*-3. £©1 0 *£©#<}> 

>S*K43^-r, cpuioiit 0 tc&-5 

fi}H::3> ha — y 1 1 3^b©3 >yV X^Jt^KA^J© 

yys 1 1 3) o 

[0 12 2] 3>f-C-i»AA$n5t, CPU 
10 111 X^yXS 1 0 6©KlKoT, Kit 1/&*MK 

m^xti^nmfmi. y-f>«yio2*»6y- 

At-A-tST-^^K^tiibT, ZL<Dtf— X 
— «tk-?— y-fiSHglllSrGPU 1 0 5 Izm^V. GPU 

1 0 ^Z^^f^XXV^ l i i {-^'-^j^— A*— £S 
mZ1±Z> (.X^yXS 114). ^-IT, X^y:/S 1 

[0 12 3] EX±CD<kz>\Z. *IlfflHlroiloy- 

yy-y-©— SM^K: 1/6 0#Si;n>hn-5 l 1 
T r»f^«j KMj&Lt^O^U l o 2ft\zWift& 

o 2 dfc»fls«auK:^»Eiisnfc 
m-rz&mwjft^&ifflmmz&ft-rz =t 5 c vtttb. 

7U-t J r*>r^f*(Dmft*:&Mi)^7>A-X\Z&ff2 
[0 12 4] ETRC ftf^^ff^-^^-^tyW-f 
1 2fC^UT!«HJ§T5. 

[0 12 5] 01 ltt, ±g^fflib^ff7 J -^^- 
^3 0 1 £+J^*:£*AJSlMl3»fT7*-*7 L -^l' 

3 0 2<h»jt^n«^^ufc0Ta&i3, ±&&mmmft 

&ft=r-*7—7)VZ 0 1 ©»fls I Dffl©£<mc*-rEF 
^Al~A5t, ^g#S&^AffllW|£fr^-y-^- 
Zf)V3 0 2©I&tfU Dffl©&(Sl^^-r^B 1~B 5 

«. ie^^fflift^fT^-^T— y;>3 0 KDWiHf I 
D 2 3 ~ 2 8 ©^-f 5 >^T?»^}g*A^^fTfcnfc^ 

>hA2\zm^-t*> tz#>, z\<d 

Wlft&ftfjmtf'i > b A 2 letter S*g:1#3£:£gAffl 
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mft&?T7-5'7-7)V 3 0 2 ©■bftsfWrirteJlW > h 
B 1 fc#M5fe**^fT^nx, ^(DWifc I D 1 ~ 6 \ZW%. 

[0 12 6] 01 ITU ^(Cig^fflft^ffx 
-9t—7)VZ 0 1 »C*LfcfttfM£frWlig#-Y >HA3 
^Wi^^MAmWiW^ i n7—9y—7)V3 0 2\Z 

7Kistzmft&?f-<>im-#-i > h b 2 t^is#^?.n< »fe 
"eite^-r >hA4 \zw>ft&fT*imtf-i > b b 3 

J&tf it >=>*t, ibf^^fr plfg^-f > h a 5 ^ib^fi 1 Blfg 

*-i'>hB4t*fjs#tt^>nT^s. &mft&?f 
-simx-f > hb 2 ~b 5 (cKa-rs+sif^SAffliij 

^ff^-^^-^3 0 2F*I©&l!jtfU D£*fJ&tttt 

[0127] 01 nc*Lfe±^^»^ff^-^ 

7~7)\<3 0 1 <h4>S#a?Sf«Affli!j^fT^-^x- 
^3 0 2 £©;tfjfc|15^C&0*UT, **7t>&W)tt& 
^«W(C^ff$«^«^?:0 1 2(C^To 01 1©±S 
SS^ifrff^fT 7 s — 9 J— 7)V 3 0 1 ©ISfE IDl©^ 

aft. #BB*»41MfOJi»*»*»fHMf7 f — ^9=— ^ 
3 0 1©JiTfet3, 01 2{CAlT^-T^-f "7?7-5><D 

[0128] 0 1 1 ©±S*»«»«sf*fr5*-* 

7^— y;W3 0 l©®jffU D2 3~2 8©;S"f =>:?Tf& 

feS*A#*ifrtoft;fc*^tt, »ff»ffBISB#-f > h A 
2 £#fctttt&ttjfcttft^ff5rtBJj*-r > h B 1 wmfez 
■nTt»5&ft, £©B 1 iMtSft^SSfAffll 
#^fr^-^^-y;U3 0 2 KttjeStUfciMls I D 1 ~ 
6 t#M5t^ff Sn. -€-Oi&^ I D 2 3 ~ 2 8 fcfcfjfc 

-r*»te« (+a»*ft»A> *tHRsnx« 0121c 

A2T^"T4 I S#»^AIi^«i^A , ^->^t. > ^J' 

[0129] 0 1 1 ©-t&ftWflfMt^fr^-* 

=r—-?)VZ 0 1 <DW)YE I D 4 3 ~4 6 ©^-f 5 >7~VS] 

fHt«x*a«ff*3nfc»-&tt. mft&ftvitfctf'f >ha 
ftTn*fc», ^©B2iMi5nts^MiAfflt 

#Wr? t -9T-ZM>3 0 2 tC^^tlfcl!)^ I D 1 2 
-14K#MJfeA*«MTSn, -!-<Dft#ID4 3~4 6i 
*flS-rsS)^« (Tg#ftS?A) ^I^^tlT, 01 
2l;A3t^t±MSl^/^->d^, &fc&Mrr 
£B 2 T*TT»#**»AHfc»fE/t*->fcas*at 

[0130] 0 1 1 <D±8c&mmW)ft&?TT-? 

7—7)12 0 1©1N£I D 5 6 ~ 5 7C9^'f 5>^T1!j 
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4 iittfottHZtlfzWjtt&ffBimtf'f > b B 3 7J*fS:?S£ 
ntV^fc*. C©B 3 £*HET**fM$*ft*AJBl& 
fH&fTT*-*^— ^3 0 2 KlMj&Snfcftff I D 2 1 

~ 2 3 izmmifctmn -^©ftfe i d 5 6 ~ 5 7 1 

*f«T*»f£& (JtR#»R»A) *««snr, 01 
2 »CA 4 T**t±g#*Sf Aii&lff - 
^icSiKT^B 2 T«T±aw*3*Albffrrt$'->K: 

10 [0131] 0 1 1 ©±RS»ffl»f^2|MT7 i -^ 

fTfcn^«-&«> whft&ft-simx-f > b a 5 

*<T—-7MzWLfe-£tl1i.mft I D 3 3 ~ 3 5 fc#flR$te*« 
#fr£n, *OtfPlD6 0t»J6t41^« 
Sfe&SA) AqMRSHT, 0 1 2 K A 5 T?*-r±»«M* 

xmAMHmtfcn* ^(caersB4T*r 

*»4*»ft » Aftffc/'* * - > fc**A«»ff * tlS . 
20 [0 13 2] ft*, H120A3fc*l/fc±RSil^ 
/\'*->i, B4K*Lfc*IM$*«»Al&f|s/'<*-> 

[0 13 3] &>_t<D£o\Z, 7U^\^r^7i7 9(Om^ 

[0 13 4] LfcAbT, Se*CDJ:-5tn> hn-7 1 
30 13 te43V»TA**-©«#£to-&Tl**8-*>»tta* 

miztzv. ^u^'rtDir-xtHD^mmz&ft-rzzii 
[oi3 5] [%2<Dnm<Dmm] si±<Dmwv\*, 1 

40 [0 1 3 6] 01 3Wu ±&&mmW)ft&ft7-7>\'3 

1 1 ttpm&&iik&Amm}ft&ft7—-7)\<3 1 2^l 

fe, Bl 1 1 tm&om-V&K). 01 4«. il3C*l 
fz±&&&m Wift&ffT— 7)1 3 1 1 tfi^MSA 
mWiWmi7-7)V3 1 2 £©**£§!« K*^T. ^ 
^^^^f&fP^a^Wlc^fT^ii-^^^^b/t, 01 
2ti^fll©0T?*^. ±Sft»ffl»ff»fT5 l -^3 1 
1©»#I D«9©£<fflf;:*-f?3r^Al~E 1 
J»*AffltjWfrf-?*3 1 2<DW)ft I D«©&® 
IC^-r^B l^B5l:^5*t7f^O«l^l 
50 4©Al~ElfWcBl~B5C^j£:LTH?.. 
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1— B 1— C 1— D 1— E 1 ©JBS-Cl&fl^* — >©^ 
[0 13 7] 01 4£:fctt£B lttH«©«»T?*D, 

013 \z&nz>±mikme)Mtt i d 2 3 £*a#*?fc^ 
mz, ±a&*©*rfe i d 2 4~2 8 1, «fa»3*a» 

[0 13 8] fOfe*, £©2-3©»f£/1* — >©#a 

«»fc*viT, &]ft<n&fttf*imtt£<o. ±m*ic* io 

tt5lbf£ 1 D 2 3 ~ 2 8 ©*-f 5 >^T«f S»»ft»A 
©Kjmt^SrfT'PiltfciO, 014 IC-fet^TA 1 -»B 
1-»B2-»B3-B4-B 5 ©1®#T^ 5 5? ^©Sjf^ 
©S^^iKiKWfc^fTT**, 
[0 13 9] 01511 01 3\Z7pVfz±^m^W}i¥ 

7?^BA1-B 1— C 1— D 1— E 1©W#T®J^* 
iStlS^, C©«)f^4 I tC;A2 (CK^-r^^-f 5>^T 

fa#»**A<oiii^»*A«ffton-st. ai-bi- 

B2-B 3-B4©d#TSj^^^fi : T^. £©0 

fO«H 1 4 4B«CAA»'6*ttB 5 <0**^t 
K*. 

[0 14 0] Sfc, i&f^^lCC 1 lcK^-r-5^-f5>^ 
TTft1*3»«»A©l&^»*atfTton*t, A 1— B 1 30 

^ci^c2-+c3— C4 <DmmTW}^m7H*mrrT 

4. C©@ 1 5 tTS#»S?AOSi#(t ^©fi»© 

Tir»*at, fai*»ac»AtP!«ifc, ^©^a^j#*.« 
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